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PREFACE 


This book describes games, including contests and stunts, that 
are nonathletic, that is, those that do not involve strenuous muscular 
activity. Part One is concerned with games that are purely "mental,” 
not based at all on muscular skill; for lack of a better term they are, 
with some misgiving, called "Quiet Games and Stunts.” Part Two 
includes games that require some muscular skill but do not involve 
activity strenuous enough for them to be classed as athletic. Part 
Three is a selected collection of puzzles and brain teasers, with 
solutions. 

The whole collection is organized logically, and is unusually com- 
plete, although some of the most highly organized games, such as 
checkers, chess, and the standard card games, have been omitted 
intentionally. 


Darwin A. Hindman 
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Italicized numbers and letters after the name of each game indicate the grade level 
for which the game is most suitable: 


Elementary Grades 1-6 

Lower Elementary 1-3 

Upper Elementary 4-6 

College C 


High School 7-12 

Junior High 7-9 

Senior High 10-12 

Adults A 


Part One: Quiet Games and Stunts 


CLASS FACE 

1 MIXERS 3 

Section I: Get-acquainted mixers S 


cnoup a: players are in definite formation 


1. Receiving Line 

10-12, C A 

5. Inquisition 

10-12,0 A 

2. Continuous Receiving 


6. Shake 

10-12,0 A 

Line 

10-12,0 A 

7. Chain Introductions 

10-12, CA 

3. Circle Chat 

4. Mixing Circle 

7-12,0 A 
7-12, CA 

8. Bunch of Keys 

10-12,0 A 

CROUP 

b: players move at random 


9. Autograph Mixer 

10-12,0 A ' 

13. Gift Shake 

7-12, CA 

10. Left-Handed Mixer 

7-12, CA 

14. Bingo Mixer 

10-12,CA 

11. Sack Shake 

7-12, CA 

15. Musical Mixer 

10-12, CA 

^/12. Millionaire Couple 

7-12, CA i 

16. Chiefs Orders 

10-12, CA 


Section II: Partner mixers .... 7 


GROUP a; MATCH FOR PARTNERS 


17. Animal Partners 7-12,0 A 

18. Song Partners 7-12, CA 

19. Action Partners 7-12,C,A 

20. Matching Objects 7-1 2,0 A 

21. Matching Shoes 7-12, C,A 

22. Matching Halves 7-12, CA 

23. Match the Cut 7-12,0 A 

24. Name It 7-12.CA 

25. Whose Baby? 7*J2,C,A 


26. Description Partners 10-12.CA 

27. Split Quotations 10-12,C A 

28. Split Pairs I0-I2.C,A 

29. Split Similes 10-12, C^. 

30. Split Proverbs 10-12.C A 

31. Definitions and Words 10-12,0 A 

32. Riddle Partners 10-1 2, C A 

33. State Capital Partners JO-12 , CA 

34. Author Partners 10-12,C>A 



xii 


class 

1 MIXERS— (CONTINUED) 


Detailed Table of Contents 

PAD* 


GROUP b: obtain partners by chance 


35. Cobweb Partner* 

36. Fish-Pond Partners 

J 7. Grab-Bag Partners 
8. Lunch-Box Partners 


7-12JCA 
7-12, CA 
7-12,C, A 
7-12.C.A 


39. Ball-of-Yam Partners 

40. Marching Partners 

41. Tall -and -Short 

Partners 


7-12.CA 
7-12, CA 

7-12, CA 


GROUP c: OBTAIN PARTNERS BY CHOICE OR GUESS 


42. Program Cards 10-12, C A 

43. Shadow Partners 7-I2.C.A 

44. Foot Partners 7-12, CA 

45. Hand Partners 7-12,CA 


46. Eye Partners 7 -12,CA 

47. Cinderella’s Slipper 7-12,CA 

48. Balloon Partners 7-12,C,A 

*4 9. Clap In and Clap Out 4-9 


2 NONCOMPETITIVE GAMES 

Secfton I: Consequences games 


GROUP a: COMPLETE A STORY 


1. Romantic Conse- 
quences 

-/2. Biographies 

10-12.CA 

10-12.CA 

3. Last Will and Testa- 

ment 

4. Confessions 

10-12, CA 
10-12.CA 

GROUP B: ANSWER QUESTIONS 


5. Predicaments and 
Remedies 

10-12.CA 

1 6. Silly Answers 
| 7. Why and Because 

10-12,CA 
10-1 2,C A 

GROUP C: 

: OTHER CONSEQUENCES CAMES 


8. Going to Newport 

9. What Is My Thought 

Like? 

7-12,CA 

7-12, CA 

10. Crazy Stories 

11. Art Consequences 

12. Pictures and Names 

7-I2AA 
10-12.CA 
10-12, CA 


Section 11: Mindreading and second sight ... 22 

group a: m indreader knows in advance 

13. Cahoots 7-12,C,A 1 15. The Spirits Move 7-12, C,A 

14. The Magic Circle 7-12, C,A | 16. Car 10-12, C A 


GROUP B: CODE IS IN CONFEDERATE S QUESTIONS 


17. Nine Boots 10-12, C A 

18. Four Books 10-12, C A 

19. Five in a Row 10-12, C A 

20. Telephone Card Trick C,A 

21. Count the Letters 4-12 

22. Legs 4-12 

23. Choose a Number 10-12 , CA 

24. Black Magic 4-12 


25. Leg Magic 4-12 

26. Book Magic 4-12 

27. City Magic 4-12 

28. Red, White, and Blue 7 -12,CA 

29. Count the Questions 10-I2,C,A 

30. This One, That One 10-12, C, A 

31. Two Rows 10-12, 

32. This and That 4-9 
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CLASS PAGE 

2 NONCOMPETITIVE GAMES — (CONTINUED! 

GROUP C: CODE IS NOT IN CONFEDERATE’S QUESTIONS 

33. Spoon Photography All ages 37. The Mystic Cane AU ages 

34. Blind Vision 7-12,C,A 38. Cigarette Magic A 

35. Temple Reading All ages 39. The Telltale Plate AU ages 

36. Card Naming 10-12, CA 

Section III: Fortune telling 34 

40. Fortune-Telling Cake All ages 44. Four Saucers All ages 

41. Fortune Hunting All ages 45. The Love Apple AU ages 

42. Feather Fortunes AU ages 46. Cross-Out Fortunes All ages 

43. Who Is Boss? All ages 

3 SKITS, GAGS, AND GROUP STUNTS 36 

Section I: Straight skits 36 

1. Tlie Pullman Passenger 10-12,C,A 4. The Croolced-Mouth 

2. The Mindreader 10-12.CA Family 10-12,C,A 

3. The Echo 10-12, C,A 

Section II: Group stunts 38 

5. Community Sneeze 10-12, CA I 8. John Brown's Baby 10-12.C A 

6. Barnyard Music 10-12.CA 9. Post Mortem 10-12, C A 

7. The Frog Pond 10-12, C A l 10. The Stoiy of Hany 10-12,CA 

Section III: Fake stunts 40 

11. Fake Argument 10-12,CA ] 13. Fake Ghost Stoiy 10-12, C A 

12. Ambiguous Introduc- I 

tion 10-12,C,A | 

Section TV: "Contests” 41 

14. Talking Contest 7-12,CA 18. Whistling for Endur- 

15. Laughing Contest 7-12,CA a nee 7-12.CA 

16. Posing 7-12, CA 19. Singing Contest 7-12.CA 

17. Whistling Contest 7-12,CA 20. Buzzing Contest 7-12, CA 

21. Solemnity Contest 7-12, CA 

4 SNARES 44 

Sccffon 1; Physical punishment or discomfort 44 

group a: victim has his face blackened 

1. Finchy Winchy 20-12, CA I 3. The Black Saucer 10-1 2, C A 

2. Threadncedic Snare 10-12.CA \ 4. Photograph J0-I2.C.A 



wv 
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4 SNARES— (CONTINUED! 


Detailed Table of Contents 

PACK 


group b: victim is paddled 

5. Lifting Seven Men T-IS, C,A I 7. Who Hit Me? 

6, Weight GuessiDg 7-12, C^. | 


GROUP c: victim is wetted 
8. Drying the Floor 7-12, C [ 9. Funnel Trick 


7-12.C 


CROUP d: victim suffers otiier punishment 
10. Knight of the Blanket 7-1 2, C A | 12. Kiss the Mystic Book 7-12.CA 
11. 1 Saw a Ghost 7-12, C,A \ 


Section 11: Awkward position or embarrassment . . • • 

group a: victim is in fake dancer 

13. Airplane Ride 7-I2.C.A 1 15. Fake Obstacle Race 7-12,CA 

14. Walking the Flank 7-12.CA \ 16. Water Trick 7-12, C A 


GROUP b: victim is left in an awkward situation 

17. Hold It a Moment 10-12, CA I 20. The Tenacious Dime All ages 

18. Tumbler Tumbling 10-12, C A 21. Shake a Leg 7-12.CA 

19. Hold the Egg 10-12, C, A | 


CROUP c: VICTIM is embarrassed by words or sounds 


22. Royal Order of Siam 7-12 

23. What Am I Doing? 7-12 ' 

24. Chinese Prayer 7-12 

25. Constantinople 7-12 

26. Barnyard Music- 

Snare Form 7-12 

27. Curez 7-12,C,A 

28. Fake Telepathy 7-I2,C,A 

29. Fake Temple-Reading 7-12,C,A 

30. 1 Am a Gold Lock 1-4 


31. Just Like Me t-4 

32. Old Dead Horse 1~4 

33. Boots Without Shoes 7-12, 

34. Whom You Love Best 7-22,C,A 

35- Jaw Aches 7-12,C,A 

36. Pronounce Mac 7-12,C,A 

37. Pronounce To 7-12, C^i 

38- Rebus Snare 7-12,C,A 


39. Four Questions Wrong 7-12,CA 


5 ORAL WORD GAMES 


Section 1: Oral 

1. Spelling Bee 

2. Spelldown 

3. Right -or-Wrong 

Spelling Bee 


spelling games 


AH ag<?$ 
All ages 


| 4. Backward Spelldown 
I 5. Spelling Baseball 
I 6. Ghost 

J 7. Fore-and-Aft Ghost 


7-12 

7-12 

10-12, CA 

10-12,CJ. 


58 

58 


7-12 
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CLASS PAGE 

5 ORAL WORD GAMES— .(CONTINUED) 

Section II: Word-calling games 61 

8. Initial Call 4-8 17. I Love My Love 7-12, CA 

9. Initial-Call Race 4-8 18. I Love My Love- 

10. Last and First 7-12 Variation 7-12,C^A 

11. Word Lightning 7-12,CA 19. I Went to the Market 7-12,C,A 

12. Snip 7-12,CA 20. Alphabetical Adverbs 7-12, CA 

13. Traveler 7 -12,0 A 21. A Was an Apple Pie 7-12,0 A 

14. The Minister* s Cat 7-12,C A 22. Initial Answers 7 -12,0 A 

15. You Have a Face 7-12,C^\ 23. Alphabet Traveling 7-12,CA 

16. Category Alphabet 7 -12,0 A 

6 GAMES OF ALERTNESS AND SELF-CONTROL 67 

Section I: Forbidden-word games 67 

1. No-Vowel Spelling 3. Buzz 7-12,CA 

Bee 7-12, CA 4. Fizz 7-12, CA 

2. Action Spelling 7-12,CA 5. Fizz-Buzz 7-1 2, C A 

Section 11: Games of ready response 68 

6. Bobby-de-Bob 7-12,C y A 11. The Prince of Paris 4-9 

7. Pippety-Pop 7-12,C,A 12. Hickey-Pickey-Hokey- 

8. Cross Questions 4-9 Pokey 7-12.C A 

9. Beast, Bird, or Fish 4-9 13. Number-Calling 7-12, CA 

10. Earth, Air, Fire, and 

Water 7-12 


Section III: No -laugh games . 

14. Laughing Ball All ages 17. Ha Ha Ha 

15. Sober Contest AU ages 18. Poor Pussy 

16. Laughing Black-and- 

White AU ages 


7 ORAL GUESSING GAMES 74 

Secfton I; Qucstion-and-canvcrsation guessing games . . 74 

1. Twenty Questions 7-12,0 A 8. Murder CA 

2. Reverse Twenty 9. Teakettle 7-12, CA 

Questions 7-12, CA 10. Throwing Light 7 -12.CA 

3. Yes or No 7-I2,C,A 11. Gossip 7-12.C A 

4. What Am I? 7-12,0 A 12. Compare It to Mo 7-12,0 A 

5. Team Twenty Questions 7-12,0 A 13. Predicaments 7-12,0 A 

6. Where Am 1? 7-12,0 A 14. Guessing Proverbs 7-12.C.A 

7. Who Am I? 7-I2,C,A 15. Rhyming Tom 7-J2, C,A 


. . 71 

AU ages 
AH ages 
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PACE 


CLASS 

7 ORAL GUESSING GAMES— (CONTINUED) 

Section II: Dramatic-action guessing games 


80 


CROUP a: acting is by opponents of cuesser 


16. Acting Charades 7 -12,0 J. 19. Acting Nursery 

17. Adverbs 7-12,CJi Bhymes 

18. Acting Proverbs 7-12,CA 20. Acting Titles 


7-12,C,A 

7-12,0^. 


GROUP B: ACTING is BY TEAMMATES OF GUESSER 

21. Pantomime Race I C,A l 24. Double Pantomime Race C>A 

22. Pantomime Race II CJl 25. Quiz Pantomime Race 

23. Pantomime Relay CJi | 26. Drawing Race 


Section 111: Guessing from other hints . 

27. Hangman All ages I 29. Hot and Cold 

28. Shouting Proverbs AU ages \ 30. Dumb Crambo 


Section IV: Guessing the game 


31. The Moon Is Round All ages 

32. He Can Do Little AU ages 

33. Crossed and Uncrossed All Ages 

84. My Father Is a 

Merchant All ages 

35. Grandmothers Tea 7-12,C Ji 

36. The Cook’s Peas 7-12,C^l 


37. I No 

38. Going to Europe 

39. Who Is It? 

40. Malaga Grapes 

41. Willie Willie 

42. The Point of the 

Game 


All ages 
7-12,0 ,A 


7-12,0, A 
7-12,C, A 
7-12, C,A 
All ages 
All ages 

7-12,0 ^ 


85 


87 


B GAMES OF OBSERVATION AND MEMORY « 

Section I: Observation and recall 92 


1. Observation All ages 

2. Checkerboard Observa- 

tion AU ages 

3. Picture Observation AU ages 

4. How Was She Dressed? 10-I2.C.A 


5. Murder Witness 

6. What Change? 

7. The Lost Child 

8. Kaleidoscope 


10-12,CA 
All ages 
AU ages 
All ages 


Section 11: Rigmarole games 


GROUP a: REPEAT 'WORDS ONLY 


9. 1 Went on a Tnp 4-0 

10. City of Boston 4-9 

11. One Fat Hen 7-12,0 A 

12. 1 Went to the Store 7-12,0 ,A 

13. My Name Is Mary 7-12,0 


14. The Cat and the Dog 7-22,C,A 

15. Want to Buy a Duck? 7-12,C,A 

16. Does She Quack? 7-22,C>A 

17. How Does She Quack? 7-12,CJ^. 


94 


GROUP 8: REPEAT 


18. Uncle Joshua Died 

Last Night 

19. 1 Went Shopping 


7-12JCA. 

7-12,0 


WORDS AND ACTIONS 
1 20. Tom Thumb Got Sick 7-I2,C,A 
I 21. Add a Motion 7-12,0 Jl 

) 22. Colonel Blimp C,A 
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CLASS PACE 

8 GAMES OF OBSERVATION AND MEMORY— (CONTINUED) 

Section III: Finding-arid- detecting games 101 

GROUP A; FIND CONCEALED OBJECTS 

23. Hide in Sight 1-5 | 25. Hidden Treasure 1-5 

24. Hide the Thimble 2-5 | 

GROUP B: DETECT A PERSON 

26, Who’s the Leader? AU ages 29. Where Is the Squeeze? 1-4 

27. Button, Button 1-4 30. Up Jenkins AH ages 

23, Find the Ring 1-4 

GROUP c: GAMES FOR AUTOMOBILE RIDERS 

31. Twenty-five Points All ages 37. Name the Car 7 -12,0 A 

32. Automobile Ninety- 38. Roadside Animals All ages 

nine All ages 39. Signboard Alphabet AU ages 

33. Ten Pairs All ages 40. Roadside Alphabet AU ages 

34. License-Plate Poker C,A 41. How Far? AU ages 

35. Ten States AU ages 42. We’re There Now All ages 

36. License-Plate 

Traveling 7-12, CA 

9 WRITING GAMES 108 

Section l: Word-forming games 108 

GROUP a: ANAGRAM GAMES 

1. Anagrams 4-12,0 A 5. Add-a-Letter Anagrams 4-1 2, C, A 

2. Jumbled Words 4-12,0 A 6. Progressive Anagrams 4-12,0 j 1 

3. Jumbled Cities 4-l2 t CyA 7. Sample Anagrams 4-12,0 A 

4. Jumbled Fruits and 8. Sample Progressive 

Vegetables 4-12,OA Anagrams 4-12,0 A 

GROUP B: BURIED -WORD GAMES 

9. Buried Words 4-12,0 A I 12. Buried Birds 4-12,0 A 

■ 10. Buried Categories 4-12,0 A J 13. Buried Flowers 4-12,0 A 

11. Buried Quadrupeds 4-12,0 A | 14. Buried Trees 4-12, C A 

GROUP C: OTHER WORD-FORMING GAMES 

15. Dictionary 4-12,0 A | 16. Dictionary Race 4-12,0 A 

Section 11: Word-naming games 117 

CROUP a: NO LETTERS ARE GIVEN 

17. Inversions 4-12,C,A J 20. Synonyms 10-12,0 A 

18. Beheadments 4-12,0 A I 21. Stepwords 10-12,0 A 

19. Geography Belay 10-12,0 A J 22. Sample Stepwords 10-12,0 A 



... De failed Table of Con foots 
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CLASS 

9 WRITING GAMES — (CONTINUED) 


GROUP b: initial letter is given 


23. Categories 

24. One-Letter Cate- 

gories 

25. Taii-and-Head 

Categories 


10-12, C^A 

10-12,CA 


26. Initial Biography 

27. Progressive Word- 

Boxes 


10-12,C,A 


10-12.CA 

10-12, C A 


GHOUP c: OTHER LETTERS ARE PRESCRIBED 


28. Word Endings 10-12, C A 31. Long-Word Game 

29. Fill-Ins 10-12,C,A 32. Short-Word Game 

30. Acrostic Contest 10-12, C A 


10-12; CA 
10-1 2,C A 


Section 111: Composition and drawing games • 

33. Telegrams I0-I2,C,A I 30. Want Ads KJ-Z2,C,A 

34. Crambo 10-I2,C,A 37. Blind Drawing 10-12, C,A 

35. Progressive Poems 10-12, C,A \ 38. Self-Portrait I0-I2,C,A 

Section TV: Conundrum games 


croup a: straight conundrum games 


39. What Flower? 

7-12.C.A | 

43. Appropriate Cake 

7-12, C,A 

40. What Tree? 

7-12,C,A 

44. Appropriate Food 

7-12.C.A 

41. What Letter of the 


45. Which State? 

7-12, C,A 

Alphabet? 

7-12.CA 

46. Which Book of the 


42. What Letters? 

7-12,CA 

Bible? 

7-12, CA 

GROUP »: 

PHONETIC CONUNDRUM CAMES 


47. What Age? 

10-12,CA 

1 49. What Nation? 

10-12.C.A 

48. What Cat? 

10-1 2,C, A 

1 50. What T? 

10-12.CA 


10 TABLE AND BOARD GAMES 


137 


Section I: Informal card games . 


1. Oh Hell 

2. Donkey 

3. Concentration 

4. Menagene 

5. Authors 
8. Go Fish 


10-12,C,A 

10-12.CA 

7-12.CA 

7-12.CA 

7-12.CA 

7-12.C.A 


7. Old Maid 

8. Wild Eights 

9. Newmarket 

10. 1 Doubt It 

11. Twenty-Nine 


7-12, C, A 
7-1 2, C A 
7-l2,CA 
7-12.CA 
7-12.C.A 


Section II: Move games 


12. Tick-Tack-Toe All ages 

13. Making Squares All ages 

14. Nine Men’s Morris 7-12.CA 

15. Battleship 7-12,C,A 

18. Pyramid 7-12.CA 


17. Take the Last 7-12.C.A 

18. Make Hun Take It 7-12.GA 

19. Odd Match 7-12.C.A 

20. Word-Square Game 7-12.CA 
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CLASS 

10 TABLE AND BOARD GAMES — (CONTINUED) 


xrx 

PACE 


Section III: Dice games 


153 


21. Centennial 7-12,CA 

22. Everest 7-12, C,A 

23. Ace in the Pot 7-12,C,A 

24. Craps C,A 

25. Going to Boston 7-12, C,A 


26. Poker Dice 7-12, CA 

27. Cootie 7-12,C,A 

28. Yacht 7-12, C A 

29. Hearts Dice 7 -12,CA 


Part Two: Active Games, Contests, and Stunts 


11 RACES AND RELAYS 

Section 1: Locomotion 


1. Paper Race 7-12,CA 

2. Sir Walter Raleigh 

Race 7-12, C,A 

3. Balloon-Fanning Race 7-12,CA 

4. Feather-Fanning Race 7-l2,C,A 

5. Broom-and-Balloon 

Race 7-12,C,A 

6. Broom-and-Paper Race 7-12,C,A 

7. Potato Roll 7-12,C,A 


163 

163 

8. Head-Balance Race 

9. Candle Race 

10. Couple Candle-Race 

11. Feather Race 

12. Sugar-Lump Race 

13. Knife-and-Peanut 

Race 

14. Egg-and-Spoon Race 

15. Pingpong Race 


7-12,C,A 

7-12,CA 

7-12,CA 

7-12,C,A 

7-12JOA 

7-12.CA 

7-12,CA 

7-12.CA 


Section 11: Eating , chewing, and blowing races . 


168 

16. Chew the String 

7-22 1 18. Chewing Tug-of-War 

7-12 


17. Partner Chew-tbe- 

19. Cracker Race 

7-12 


String 

7-12 | 20. Balloon Bust 

7-12 


Section III: Clothing 

races 


167 

21. Elopement Race 

C,A ) 23. Clothes-Hanging Race 

CA 


22. Necktie-and-Apron 

) 24. Pillow-Case Race 

CA 


Race 

CA | 25. Coat-and-Hat Relay 

CA 



Section IV: Object-manipulation races 


GROUP A; BEAN RACES 


26. Bean Carry 7 -12,C,A 

27. Bean-and-Straw Race 7-12,CA 

28. Rice Picking 7-12, CA 

29. Bean-and-Bottle Race 7-12.CA 

30. Black-Bean Contest 7-12.CA 


31. Bean Extracting 

32. Feed-the-Neighbor 

Relay 

33. Rice-Picking Relay 


168 


7-12.CA 

7-12JCA 

7-12JCA 
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CLASS 

11 RACES AND RELAYS — .(CONTINUED) 

CROUP B*. MANIPULATE CARDS, BOOKS, AND PAPERS 

34. Deuce-to-Ace Race 10-12,C,A 38. 

35. Deuce-to-Ace Relay 10-12,0 Ji. 

36. Newspaper Shu ffl i n g 10-12,0 ,A 39. 

37. Bible Race 10-12,0 A 


Telephone-Directory 

Relay 10-12,C,A 

Clipping Relay 10-12,CyA 


croup c: manipulate needles or scissors 


•40. Threadneedle Race 

41. Patching Contest 

42. Button-Sewing Race 


A 43. Thread and Tie 
A 44. Cot the Tape 
A 


A 

A 


CROUP D: MANIPULATE STRINCS AND KNOTS 


45. Wind the String 7-12,0 A 

46. Washer Relay 7-12,C,A 

47. Bead-Stringing Relay 7-12,0 A 

48. Necktie Relay 7 -12,0 A 


49. Paper-Clip Relay 7-12, C, A 

50. Knot-Tie Relay 7-12, C,A 

51. Chain-Knot Relay 7-12, CA 

52. Slip-Knot Relay 7-12, CA 


CROUP E: OTHER MANIPULATION RACES 

53. Candle-Lighting Race 1 0-1 2, C,A j 57. Ball-and-Bottle 

54. Bottle-Balance Race 10-12,0, A Relay 10-12,0 A 

55. Bottoms-!] p Relay 10-12, C,A I 58. Bottle-Filling Race 10-1 2,C,A 

50. Shift-the-Bottle ; 

Relay 10-12,C,A ) 


Section V: Object-passing relays 177 

CROUP A: FREE-STYLE PASSING 

59. llurry-Huny Relay 10-1 2, C.A | 61. Ten Trips 10-12,0 A 

60. Dinner-Table Relay J0-I2.C.A j 62. Red-and-White Relay 10-12,0 

CROUP B: BALANCE PASSINC 
63. Fotato-aod-Spoon I 65. Overhead Sugar 

^ Relay 7-12.C.A \ Relay 7-12, CA 

Arch-Pass Relay 7-12, C A 1 66. Commeal-Passing 

I Belay 7-12,0 A 


CROUP C: PUT-AND-TAXE RELAYS 
07. Handful Relay AH ages 1 69. Pencil Relay 

68. Clothespin Relay All ages \ 70. Drop-and-Pick Relay 


AH ages 
AU ages 


cnoup Di OTHER HANDING RELAYS 


71. Handclasp Relay 

72. Rlng-on-uie-String 


All ages 
AH ages 


73. Ball-of-S bring Relay 

74. Wraparound Relay 


All ages 
AH ages 
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n RACES AND RELAYS — [CONTINUED) 

GROUP e: no-hands passing relays 


75. Match-Box Relay 10-12,0 ,A 79. Ring-and-Tootbp icfc 

76. Lip-and-Card Relay 10-1 2, C A Relay 10-12,0 A 

77. Inhale Relay' 10-12.CA 80. Fresh-Egg Relay 10-1 2,C A 

78. Pass-tbe-Orange Relay 10-12,CA 

Section VI: Miscellaneous relays 183 

81. Chair Relay 10-12,C,A 84. Sitting Through-the-Hoop 

82. Bucket Relay 10-12,0 A Relay 10-12,CA 

83. Through-the-Hoop 85. Rubber-Band Relay I0~22,C,A 

Relay 10-12,0 A 

12 MISSILE GAMES AND CONTESTS 186 

Section I: Contests for distance 186 

1. Balloon Throw 7-12,CA 0. Paper-Plate Throw 7-12,CA 

2. Balloon Hammer-Throw 7~12,CA 7. Ball Blow 7-12,CA 

3. Handkerchief Throw 7-12,C,A 8. Rocket Shoot 7-12, CA 

4. Playing-Card Throw 7-12.CA 9. Cork Flip 7 -12,0 A 

5. Soaa-Straw Throw 7-12, CA 

Section II: Pin bowling 187 

10. Golf-Tee Bowling 4-12, C A I 12. Swingball Bowling 4-12, C A 

11. Marble Bowling 4-12, CA | 13. Candle Bowling 4-12,CA 

Section III: Ringtoss games and contests .... 189 

14. Ringtoss 4-1 2,0 A 19- Ring Two 4-12,CA 

15. Throw-and-Catch 20. Graduated Ringtoss 4-12, C A 

Ringtoss 4-12,CA 21. Scoring Ringtoss 4-12; CA 

16. Three-Peg Ringtoss 4-I2,C,A 22. Hook-Board Toss 4-12, CA 

17. Chair Ringtoss 4-12, C A 23. Dodo 4-12,CA 

18. Quincunx Ringtoss 4-12, C A 

Section IV: Proximity games and contests 192 

24. Hit the Crack 4-12, CA I 27. Line Slide 4-1 2, C A 

25. Indoor Lawn-Bowling 4-12, C A 28, Tumble Line-Slide 4-12,CA 

26. Indoor Quoits 4-12,C,A j 29. Squails 4-12.CA 

Section V: Hit-or-miss contests . 196 

cnour a: objects Ann not thrown 
30. Card Drop 4-I2.CA 3 1. Tumbler Putt 4-12.CA 

3|. Clothespin Drop 4-1 2, C A 35. Bean Shooting 4-1 2, C A 

32. Bean Drop 4-12, CA 36. Tiddly-Winks 4-12.CA 

33. Feed the Fish 4-12,0 A 37. Disk Roll 4-12.CA 
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12 MISSILE GAMES AND CONTESTS— (CONTINUED) 


CROUP B.* LIGHT OBJECTS ARE THROWN 


38. Soda -Straw Throw for 

Accuracy 7-1 2,C,A 

39. Plate Pitch 7-12,C,A 

40. Plate Toss 7-12,C,A 


41. Shuttle Toss 

42. Playing-Card Toss 

43. Paper-Plate Toss 


7-12yC,A 
7-12, C,A 
7-I2,C,A 


CROUP CJ STANDARD OBJECTS ARE THROWN 


44, Bean Throw 

45. Bean Bottle-Throw 

46, Baslcet Bounce 

47. Egg-Carton Bounce 


7-12.C.A 

7-I2,C,A 

7-12.C.A 

7-12.C.A 


48. Beanbag Board 7-12, C A 

49. Beanbag Three-Two- 

One 7-I2,C,A 


Section VI: Diagram-target contests and games . 


201 


CROUP a: throwing at a horizontal tabcet 


50. Target Toss 7-I2,C,A 

51. Magic-Square Toss 7-12, 

52. Arithmetic Toss 7-22.C.A 

53. Toss Shuffleboard 7-12,C »A 


54. Keep Off the Grass 7-I2.C.A 

55. Bull-Board 7-12,C,A 

58. Double Bull-Board 7-1 2, C, A 

57. Sequence Bull-Board 7-12,C,A 


CROUP B: THROWING INTO A RECEPTACLE 


58. Nine Holes 7-12.C.A 

59. Sequence Nine-Holes 7-12.C.A 

CO. Box-Target Toss 7-1 2.C.A 

61. Pan-Target Toss 7-12, 


62. Skeeball 7-I2,C,A 

63. Muffin-Pan Toss 7-I2.C.A 

64. Muffin-Pan Slceeball 7-22,C,A 


CROUP C: SHUFFLEBOARD GAMES 

65. Rcc-Room Shuffleboard 7-12,C,A j 68. Shuffle Bull-Board 7-I2,C,A 

60. Target Shuffleboard 7-I2.C.A I 69. Table Shuffleboard 1-\2,CJ^ 

67. Sequence Shuffleboard 7-I2.C.A ] 70. ChecVer Shuffleboard 7 -12,C,A 

Section VII: Dart games 21S 

3 l - 7-I2.C.A | 74. Dart Circle-Throw 7-12.C.A 

72. Arclicty Darts 7-I2,C,A 75. Balloon Darts 7-12 CJ 

73. English Darts 7-12.C.A j 


13 ACTIVE STUNTS 


Section /; Object-manipulation stunts 


1. Catch Penny 
2- Ftmnrlball 

3. NccV Tlnow 

4. Mirror Throw 

5. Cut the Cane 
0. Spoon Lift 


Alt ages 
All ages 
All ages 
All ages 
All ages 
AH ages 


7. Card Snap 

8. Cane Snatch 

9. Plate Twist 

10. Hobble Feeding 

11. Dime on Nose 


216 

. . . 216 

All ages 
All ages 
All ages 
All ages 
All ages 
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13 ACTIVE STUNTS— (CONTINUED) 


Section II: Coordination stunts 

12. Crossed Wires All ages 1 14. Crossed Fingers 

13. Pat and Rub AU ages j 15. Right and Left 


Section III: Balance and strength stunts 


16. Can Balance 

17. Bottle Balance 

18. Candle Balance 


7-12,C,A 

7-12,CA 

7-12.CA 


19. Broom Lever 

20. Chair Lift 

21. Chair Lever 


Section IV: Wall and chair stunts 


22. Wall Foot-Pivot 7-12.CA 

23. Wall Head-Pivot 7-12JCA 

24. Wall Palm-Spring 7-12,C,A 

25. Wall Neck-Spring 7-12,C A 

26. Pickup Neck-Spring 7-12,C,A 


27. Tantalus 

28. Chair Pickup 

29. Chair Creeper 

30. Chair Crawl 

31. Chair Bridge 


win 

PACE 


. . 218 

All ages 
AU ages 


219 


7-12, CA 
7-12.CA 
7-12,CA 
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7-12.CA 
7-1 2, C A 
7-12,CA 
7-12, CA 
7-12,CA 


14 STUNT, ALERTNESS, AND CHANCE GAMES 224 

Section I: Stunt games 224 

1. Apple-Paring Contest AH ages J 3. Blow-Out Contest AH ages 

2. Stork-Stand Contest AU ages J 4. Tail on the Donkey AH ages 


Section II: Games of alertness or chance 


223 


5. This Is My Nose All ages 

8. Pound or Wave AH ages 

7. Cork Dice All ages 

8. Find Your Partner All ages 


9. How Do You like Your 

Neighbors? AU ages 

10. Vocal Blindman’s Buff All ages 

11. Pass It On All ages 


Part Three: Puzzles and Problems 


15 MATHEMATICAL PUZZLES 231 

Section I: Abstract-number puzzles 231 


cnour a: remainder ruzzLEs 
Numbers 1-4 CA 

croup n: digit ruzzLES 
Numbers 5-15 10-12, CA 

croup c: ornen abstract-number puzzles 
Numbers 16-19 W-12.CA 
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15 MATHEMATICAL PUZZLES— (CONTINUED) 

Section II: Mathematical pusdes on certain subjects . ■ 234 

CROUP a: puzzles about ages 
Numbers 20*26 10-12, C, A 

GROUP b: puzzles on miscellaneous subjects 
Numbers 27-32 10-J2, C,A 

Section 111: Mathematical puzzles of certain types . . . 23^ 


group a: crypt puzzles 
Numbers 33-34 CA 


CROUP B : GEOMETRY PUZZLES 
Numbers 35-38 10-12, CJ. 

CROUP C: DISTRIBUTION PUZZLES 

Numbers 39-43 7-I2,C,A 

CROUP Pi RATE PUZZLES 

Numbers 44-53 10-12.CA 

Section IV: Mathematical curiosities and stunts .... 241 
croup a: mathematical curiosities 
Numbers 54-60 10-12.CA 

CROUP B: mathematical mindreading 
Numbers 61-67 7-I2,C,A 

Section V: Solutions fo mathematical puzzles 247 


16 LOGICAL PUZZLES 250 

Sectionl: Paradoxes and dilemmas 250 

1. The Hold Bill CA I 5. The Raise C> A 

2. \our Money and Mine CA 0. The Marksmen GA 

* 1?“'^ Coins 7- The First Case C,A 

4. The Bear Hunter C,A | 8. Who Shaves the Barber? CA 


Section 11: Misdirection puzzles 


9. The Rope Ladder 

10. The Busy Bee 
It. The Bookworm 
12. The SaiioT and the 

Douglmuts 


5-12,C,A 
5-I2,C,A 
S-1 2,C,A 

5-12.CA 


13. The Cigarette Butts 

14. The Welded Chain 

15. The Trapper’s Shack 
10. The Candidate 

17. Out of the Well 


5-12, CA 
5-12, CA 
5-12, CA 
S-12JCA 
5-12, CA 


252 
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16 LOGICAL PUZZLES— (CONTINUED) 

Section III; Miscellaneous logical puzzles 254 

18. Gasoline and Alcohol C,A 25. Three Playing Cards C,A 

19. The Three Cans C,A 26. The Last Mission C^A 

20. The Brilliant Assistant C,A 27. Cover the Table C,A 

21. The Five Hats C,A 28. The Floating Hat C,A 

22. The Counterfeit Coin C,A 29. A for What? C,A 

23. Fox, Goose, and Com C»A 30. Blackfeet and Whitefeet C,A 

24. Missionaries and Cannibals C,A 

Section IV: Solutions to logical puzzles 257 

17 POSITION AND FIGURE PUZZLES 261 

Section I: Line puzzles 261 

Numbers 1-7 AH ages 

Section II: Figure puzzles 263 


ghoup a: dissection puzzle s 
Numbers 8-13 All ages 

croup b: match puzzles 
Numbers 14-27 5-12,C,A 


Section III : Move puzzles 209 

Numbers 28-33 5-12,C>A 

Section IV: Visualization puzzles 271 

Numbers 34-42 All ages 

Section V: Solutions to position and figure puzzles . . 274 

18 WORD PUZZLES 280 

Section I: Crypt puzzles 280 

GROUr A: REBUSES 
Numbers 1-11 1 0-IS.C^A 

CROUP B: LETTERS READ AS WORDS 
Numbers 12-10 5-12 r Cji 
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Numbers 23-28 7-I2.C.A 

Section III: Skeleton-word puzzles 2S6 
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Part One 

QUIET GAMES AND STUNTS 



Chapter I 

MIXERS 


A "mixer” is an organized activity used to acquaint the members 
of a group with one another, to form them into partnerships or teams, 
and to eliminate undesired inhibitions. Many of the games to be 
described in later chapters serve these purposes veiy well, but this 
chapter is concerned only with activities that are not competitive and 
that have no purposes other than those of the mixer. 

Section I: Get-acquainted mixers 
Group A: Flayers Are in Definite Formation 
1. RECEIVING LINE 

This is the standard receiving line used at receptions and other 
relatively formal gatherings; but it need not be stiff, and under some 
conditions it is very desirable even on informal occasions. Its most 
important function is that of introducing a few visitors, newcomers, 
or notables to other guests. 

The receiving line itself consists of the hosts and the special guests, 
together with officers, committee chairmen, or others in positions of 
responsibility. Each guest in turn introduces himself to the first 
member of the line and is introduced by the latter to the second 
member. He continues to the end of the line, being introduced by 
each person in the line to the next one. Thus, those standing in the 
receiving line meet all the other guests, but the other guests do not 
meet one another. 


2. CONTINUOUS RECEIVING LINE 

Through this modification of the Receiving Line, each person in a 
gathering is introduced to all the others. The standard receiving line 
3 
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7. CHAIN INTRODUCTIONS 

The players stand or sit in a circle with the leader ^ndinginthe 
center The leader, addressing the group as » 'vhole, says, ^ 
you do? My name is Alice Jones (giving er e ’ . ^ 

1 designated player then walks up £ £ jt 

circle and says, “How do you do, Ahce J onesr , , £ 

Barnes.” The next person to the left then comes forward and ays^ 
“How do you do Alice Jones and Jim Barnes? My name 
Anderson.” This cumulative process is continued each p . 

<* -1, wi. 1-. 4H* 

own name, until some player fails. g wjt |, the situa- 

with a new starter. The type of name u y 

tion; for example, instead of introducing herself as Alice j n , 

player might say Miss Jones, or simply " “>• a tlwt a u can 

Each player must pronounce his na J um bling and 

hear and understand it. A good leader w J ^ has tQ spe]1 them, 

will see to it that names are understoo where all players 

Obviously, this mixer has no place in a gathering where P 7 

know each other well. 

8. BUNCH OF KE1TS 

All players except one stand in a circle. The odd player stands 
inside the circle, holding a large bunc o . ' -phe odd man 

player in the circle and the two induce "’”n, greeting 
then proceeds around the circle in a introducing 

each second person. Each of 

himself to the odd man, starts around F rtJ)ennore , any player 

direction. He also greets each second p ay slart s around 

in the circle who has been greeted by y m-eeter and he in- 

the circle in a direction opposite that ta mn y ^ . confusion 

troduces himself to each second player. ^ fl oor . At jjjs 

results, the odd man drops the bun ° 7 is begun, 

signal, all resume their original places and a new g 
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is formed, and each guest goes through it as usual. However, after he 
has gone down the line, he steps into place at the end and receives 
the later arrivals. 


3. CIRCLE CHAT 

The players form two concentric circles. Commonly, but not neces- 
sarily, men form one circle and women the other. The leader an- 
nounces a subject for conversation, and each player must engage 
in a discussion on that topic with his nearest neighbor in the other 
circle. After one or two minutes, the leader gives a signal and each 
player then moves to the left a prescribed number of spaces, begin- 
ning a conversation with a new partner on a new topic announced 
by the leader. This change of partners may be repeated as often as 
desired. 

This game may also be played to music, with the two circles 
marching in opposite directions. When the music stops, each player 
halts and begins a conversation on an announced topic with the 
person in the other circle beside whom he stands. Naturally, the 
topics selected should be those likely to lead to comical discussion. 

4. MIXING CIRCLE 

This game is the same as Circle Chat except that the leader may 
specify a stunt or movement of some sort to be performed by all the 
coup es. For example, he might say, “Join hands and skip around 
ee times, or Bark like a dog.” The stunt may be called for instead 
ot, or in addition to, the conversation. 


5. INQUISITION 

The formation and movement of the players in Inquisition are the 
. ° V m ' * rc ] e ^bat. However, no topic for conversation is given; 

mrtnA »v P J ! yer mUSt out as muc h ^ possible about his 
. r * . e e ach period, the leader calls any couple from 

* F ° SlUons tod quizzes them about each other. 

6. SHAKE 

Circ,e Cha ! has an added feature: Each a 
and in so dn’ nCW b artncr he must greet him with a handshake, 
Scr \L m US ° Wnd of h“dshake specified by the 

leader. The leader may announce the method, hold up a card 
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the others, one autograph in each square. When all autographs have 
been obtained, the leader calls names at random, preferably from 
slips drawn from a bowl or hat. As each name is called, the players 
check it off on their cards, and the first one to check all the names 
in any horizontal row is (he winner. 

15. MUSICAL MIXER 

Each player is handed a slip on which is the name of a well- 
known song, each song name being given to several players. Each 
player must find the other members of his group. When a group 
has been formed, its members converse among themselves for 
awhile and then the groups take turns in singing their songs. 

16. CHIEF'S ORDERS 

Each person is assigned a number, which is written on a card 
pinned to his clothing where it can be seen easily; it is best for men 
to have odd, and women even, numbers. Each person is also given 
a list of “orders,” things that he must do, one after another. These 
“orders” must all require doing something that involves other 
players. 

A few suggestions: 

Tabulate the brands of cigarettes smoked by all the men. 

Find number 6 and help her select the most handsome men. 

Find number 3 and introduce him to number 8. 

Make a list of the brown-eyed women. 

Find number 10 and help him list the women whose first names 
begin with A. 

Ask number 11 about the movies he has seen recently. 

Talk with number 4 about baseball. 


Section !!: Partner mixers 

Many social games and other activities are played by people in 
pairs or other small groups. Of course, these groups can be formed 
in a variety of ways with no difficulty, but it is best that they be 
formed by some device that is in itself a good social activity and 
that serves as a mixer or ice-breaker. Some of these devices are 
described in this section. 
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Group B: Players Move at Random 


9. AUTOGRAPH MIXER 

Each player is given a pencil and a small card or folder. He is 
directed to obtain the autographs of all others present— perhaps also 
their addresses, occupations, or other information appropriate to the 
occasion. This mixer is simple, but extremely effective in a gathering 
where the members are not well acquainted. 


10. LEFT-HANDED MIXER 

As each guest arrives, he is instructed to shake hands with each 
of the other guests, using only his left hand. It is assumed, of course, 
that as he shakes hands he will introduce himself to all those he does 
not ow. This mixer may be combined with the Autograph Mixer, 
with all writing done with the left hand. 


?T. SACK SHAKE 

An ordinary paper sack is given to each guest on arrival. He must 
wear this sack on his right hand and shake hands with all the other 
guests while wearing it. 


12. MILLIONAIRE COUPLE 

tnimth,!! 1 n Secr f t0 one of the couples. The two do not stay 
try » 0 ;.i’ .'■'(■ ^ 1 . m aaci odu ‘ r fr°m time to time. The other players 
and asks "A ^ ° couple and the first one who finds them together 

and asks, Are you the millionaire couple?” gets the coin. 

«. GIFT SHAKE 

desirable is ° f Can< !^’ or some other object that is small but 
nounecd lliaf «• r ? ecret / ,0 cac ' 1 one of several players. It is an- 
that each w ,l " Un ' dentified Payers have valuable objects and 
1-ndHv h n ‘ P M SCn hiS ° b ' ect *» ,he tenth person who shakes 
wrth him. No other explanation is needed 

>«• BINGO MIXER 

number of squatcs'conJ 1 sbmvln S a diagram of squares, the 
Tim diagram consists nf S .F° n ,n 8 *° 'the number of guests present, 
four or five squares each ~ rCq . U,rcd " umbcr of horizontal rows of 
1 each. The player then gets the autographs of all 
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shapes can be used. It is often better for the objects to have some 
connection with the occasion. At a Halloween party, pictures of 
brooms, pumpkins, witches, and the like, might be distributed; or 
if paper hats are to be worn at a party, the hats themselves might 
be the objects to be matched for partners. 

21. MATCHING SHOES 

Each girl removes one shoe. All the shoes are collected, thoroughly 
mixed, and distributed among the boys, one shoe to a boy. Then 
each boy must find his partner, the girl who is wearing a shoe that 
makes a pair with the one he holds. 

22. MATCHING HALVES 

A number of pictures are clipped from advertisements in maga- 
zines. Each picture is cut into two parts. One part is given to a boy, 
the other to a girl. Each player obtains his partner by finding the 
person who holds the other half of his picture. 

23. MATCH THE CUT 

A set of figures, identical in size, shape, and color, is cut from 
paper or cardboard. Circles dr squares may be used, but designs 
suitable to the occasion are often better. Each figure is cut into two 
parts, the cut for any figure being different from that for any other; 
the cuts should, of course, be irregular, resembling those in a jigsaw 
puzzle. Each player obtains his partner by Ending the person with 
the piece that matches his own. 

24. NAME IT 

In this variation, one set consists of actual objects or pictures of 
objects, and the other set consists of the names of the objects. The 
players find their partners by matching names and objects. This 
game provides an opportunity to use objects that players may have 
difficulty in naming. 


25. WHOSE BABY? 

Each guest is instructed to bring a picture of himself as an infant 
or small child. The girls' pictures are distributed at random among 
the boys, and each boy finds his partner by matching the picture 
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Group A: Match for Partners 

The most common method of obtaining partners involves matching 
—actual objects, words, ideas, actions, or the like. Objects, words, 
or instructions are distributed at random and for each item there is 
a corresponding one. Each player must then find the other player 
who has the matching item. It is this seeking and findin g that 
provides the fun. 


17. ANIMAL PARTNERS 

The names of animals having familiar calls are selected, and each 
name is written on two slips of paper. One set of the slips is dis- 
tributed at random among the girls, the other among the boys. Then 
each player does his best to imitate the call of his animal, at the 
Sa ? e e tr y in S l° ca te the other player who is giving the same 
call. Of course, there must be no talking. ° ' 


18. SONG PARTNERS 

? DeS arG se * ectet *> anc * the name of each is written 
on tw° slips of paper. One set of song names is distributed at 

Sen sTnesTh U ‘ C 0ther amon S ,he b °r=- Each P Ia y CT 

othL3, , UmS IS tune and Wes find, os his partner, the 

other person who is singing the same song. . 

19. .ACTION PARTNERS 

tainingthe^meoTso^ °f paper are P re pared, each slip con- 
cases the slips will refer hTa '''i'™* f*"”* ran be “fi' 3 '® 6 ' Id most 
leader, skater, and the like- kTitl perS ° ns “g’ lf P ,a y er - otchestra 
person, for examnle Ch V “ P ermisslbIe to name a single 
pantomime onht th ' h ^ Eac fi person imitates, in 

partner Z oto ° n ^ 4 and “ » 

" Pm0n who is Imitating the same character. 

20 * MATCHING objects 

among the bow objects ^ pre P are d- ° ne set is distributed 

“d keeps ?"6 1 S irIs - Each player then finds, 

of his object Objects such ^ °? ler P' a ycr who has the duplicate 
Pates cut from uS “ “ phpin B marbles, flowers, pic- 

E ZlnCS - OT cven piaecs of paper cut into different 
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30. SPLIT PROVERBS 

Well-known proverbs are divided and distributed as in Split Pairs, 
and each player finds the person with the other half proverb that 
matches his own. 


31. DEFINITIONS AND WORDS 

A number of words are written on one set of cards, one word to a 
card, and their definitions on another set. The cards are distributed 
and matched for partners, as in Split Pairs. 

32. RIDDLE PARTNERS 

Riddles are written on one set of cards and their answers on 
another set. The riddles are distributed among the girls and the 
answers among the boys, or vice versa. Each player must find the 
riddle or answer that corresponds to his own. ( Collections of riddles 
will be found in Chapters 9 and 20. ) 

33. STATE-CdPITyJL PARTNERS 

Names of states are distributed among the girls and names of 
their capitals among the boys, or vice versa. States and capitals are 
matched for partners. If preferred, outlines of the states may be 
used, pairing them with either the names of the states or the capitals. 

34. AUTHOR PARTNERS 

Names of books are distributed among the girls and names of 
their authors among the boys, or vice versa. Players obtain partners 
by pairing the books and their authors. Of course, the writings need 
not be confined to hooks, but might also include poems, essays, or 
plays. The same idea can be applied to such combinations as 
pictures and artists. 

Group B: Obtain Partners by Chance 

Although the matching method of obtaining partners, just 
described, depends on chance in the distribution of the things to 
be matched, die chance distribution is followed by a search for the 
matching object, statement, or idea. It is through this search that 
the player finally obtains his partner. The present group is different 
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given to him with the proper girl. Later in the evening the boys’ 
pictures can be distributed among the girls. 


26. DESCRIPTION PARTNERS 

This is a method of obtaining new partners after the players have 
been paired off by some other method. Each boy writes, on a piece 
of paper, a description of the girl who is his partner. The descrip- 
tions are collected, shuffled, and then redistributed among the boys, 
with care to see that no boy gets the one he has written himself. 
Then each boy must find, as his next partner, the girl whose descrip- 
tion has been given to him. The stunt may be varied by having each 
girl write her own description. Often such descriptions are not 
ccurate, but this fact increases the fun as well as the difficulty of 


27. SPLIT QUOTATIONS 

ea!h a Ts“conied 0lat i? nS ' 6i ? er P ° etr y or P rose ' are collected and 
“av be ne~ d CardS ' * hal ha,f is «" <*h card. It 

Rive no XTX T'l Ca P i,aIizati °° « punctuation in order to 

™ e - ° ne p art ° f ««* 

are matched tn rW • ^ d the other to a girl, and the halves 
0nly words arc 


split pairs 

words are connected bvamT ° f , Common expressions in which two 
Antony and CleopatrJ, Jackal anisauccr - bow and a " ow - 
Such pairs are sometime n j U P down, or to and fro. 
written on a card and th^ rtf a ^ nities ’ 0ne word of each pair is 
then distributed so that one ^ j*,* SeC0nd card - The cards are 
*c other to a ** ^ *° 3 S irl a " d 

words and completing the pairs. ^ partners b T matching the 


epx. . -» rL 'r SIMILES 

are split and 6 dSibuted Pllt *** 

ox, red „ « bcct _ dcad dmileS ’ 51 


expressions that 
as strong as an 
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each girl places her name in the box that she brings, but the method 
is equally good when refreshments are provided by the host or by 
a committee. 


39. BALL-OF-YARN PARTNERS 

A ball of yarn is unwound and then rewound. As it is rewound, 
slips of paper are attached at regular intervals, each slip containing 
the name of a boy. The last of the slips should be inserted some 
distance from the end of the ball of yarn, so that the later names 
are covered by the yarn and cannot be identified. The girls stand 
or sit in a circle and unroll the ball of yarn as they pass it from one 
to the next. Each girl unwinds yam until she comes to a name, this 
name being that of her partner. 

40. MARCHING PARTNERS 

Two concentric circles are formed, boys in one and girls in the 
other. The two circles march in opposite directions, to music if 
possible. When the music stops, or a substitute signal is given, all 
bait in place, and each takes as a partner the one beside him in the 
other circle. 


47. TALkAND-SHORT PARTNERS 

The hoys form a line in order of height, the tallest at the right 
The girls form a line opposite them, with the tall girls at the left. 
The two lines march toward each other until they meet, each person 
taking as a partner the one that he meets. 

Group C: Obtain Partners by Choice or Guess 

In the devices for obtaining partners described in Groups A and 
B, no player has any choice of partners; the outcome is determined 
entirely by chance. In the methods included in Group C, the player 
has a choice. In most cases the right of choice is likely to be of 
little help, but at least he has a chance to guess; in a few cases he 
has more than a pure guess, and in one case an entirely free choice. 

42. PROGRAM CARDS 

Each player is given a card with a list of numbers, one number 
for each of the games or activities of the proposed program. The 
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in that the player draws by lot the actual name of his partner or, 
for that matter, actually draws the partner in the flesh. 

35. COBYVfB PARTNERS 

Lengths of string are intertwined about a room in such a way 
that no one can tell one piece from another. The strings go over, 
under, and around pieces of furniture, and cross and recross one 
no*er °ne end of each string is given to a girl and the other to 
a boy Each player boy or girl, untangles his string and winds it 
up into a ball, until he and his partner meet. 

36. FISH-POND PARTNERS 

zonSnuort at° n h ar ?, th f 0wn over a cur tain rod or other hori- 
each string nnrl \ ^ v a ^ ove head. A girl grasps one end of 

who puiMhct a Z l other end - aU and 
insure that the Two ends ^ * " eeded t0 

and that the rnd f « • i same strin g cannot be identified 

The suresTtvav to d 5 t ” 0t be COnf “ sed with «>=“ ** boys, 
rod, hut this should not t nece^ * ha ° ging h ° m tbe 

g *»B-0x!G partners 

as to conceal its raUir™” IhYJs m t ™ ket ’ u", apped “ SUch a 
Each girl draws one o'f the favorTTro™^ T?® th ® P acka g e ' 
owner for her partner n,» , . S f , 0In a g ra b-bag and has its 

blindly from a bag in which all'Lj”?®* 0 ' 1 for the gu's 10 draw 
he permitted to select mol C es are COn cealed, but they may 
articles is pro^f »*»» of the varied 
article of personal adornment- u vanatlon ’ eac h girl provides an 
fewer, or a handkerchief fTh SUCh “ f braceIet > a ring, an artificial 

but are returned t0 to rn™ " T?* Me DOt *» the boys, 

Nicies and has its ' £££££ W elects cue of L 

A t a 3 ®' t-UHCH-BOX PARTNERS 

uiay bo placed in a borTrfwhirh ° r ®- !f rved ’ refreshments for two 
Bo )'s select bores at random n / name 1>as bc0 ° concealed. 

gul whose name is in his hor \Vh S! Cb ® ats refres bments with the 

”• ' Vhca thc gi'E supply the refreshments, 
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48. BALLOON PARTNERS 

Two concentric circles are formed, boys in one and girls in the 
other. Each girl has an inflated toy balloon marked with her name. 
The two circles march in opposite directions', preferably to music. 
When the music stops, or a substitute signal is given, all marchers 
halt and the girls throw their balloons into the air. Each boy grabs 
a balloon and takes as a partner the girl whose name it bears. 

49. CLAP IN AND CLAP OUT 

This traditional game, often played on its own account, is basically 
a method of obtaining partners. Chairs are arranged in a circle, one 
chair for each boy, and a girl stands behind each chair. The boys 
gather in a separate room and each one draws a number. The girls 
also draw the same numbers, so that each girl has the number of one 
of the boys. One boy is called into the girls' room and his number 
is called out. He sits down in one of the chairs, hoping to select die 
chair of the girl who has drawn his number. If he does select this 
chair, he remains seated. But if he does not, then all the girls clap 
vigorously, thus forcing him to leave that chair and try another. 
The moving by the boy and the clapping by the girls continue until 
the boy finds the right chair. Then the next boy is called in and the 
same procedure is repeated until all are seated. 
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boys then circulate among the girls, and each boy signs up one of 
t e gir s for each of the numbers. The girls do not approach the 
boys, but record the boys’ names on their programs. As an event is 
announced, each boy claims as his partner the girl with whom he 
Has made an engagement for that number. Sometimes the kind of 
event is known in advance, but it is usually preferable to have the 
engagements made without knowledge of the nature of the activities. 
Inis method is used occasionally at dances. 

«. SHADOW PARTNERS 

of th S e h nl!v iS hUng £ the r00m and a arranged so that shadows 
Sr't r °" tHe Sheet The «■* °n the light 

, de Eath bf 1“ WS 0n the sheet > and d 16 boys on the other 

Horn mav he 5 * T**" h ° m the shadows - Of course, posi- 
tions may be reversed so that the girls select the boys. 

«. FOOT PARTNERS 

without”! shoe ^fonva d 1 °i curlain > eacb extending one foot, 
and its owner' become! I sheet Each W «*«*» a f °°‘. 

because l“ c !rbTSentifie P d? e n ^ ™ be USed - but 

The game can of cm. t, it is best not to wear them, 

g me can, of course, be used for selection of boys by the girls. 

„ . . 45 ' HAND PARTNERS 

“ foot! is th^iSK^^ ^ 3 hand ’ than 

The ■ 46 ' ErE FARTNCRS 

eat so ftat'oll^etm f" to which ho,cs have been 

y «he eyes are visible. Each boy selects a pair of eyes. 

Each 1 47 C,WDfRf tt J i'S Supper 

Each boy selects°a shoe and^thcrTfi t !' e . shoes are m«ed up in a pile. 

mixer is similar to Matching Sh f °'™ er f ° r bis P art nm-- This 
boys arc permitted to choosf th!°h (N “ mber 21 > except that the 
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to a girl. He then folds the paper so that his writing cannot be 
seen and passes it to the next player. Then each player writes a 
girls name on the paper that has been handed to him, folds the 
paper again, and hands it to the next player. This process is repeated 
until each player has written one of each of the items, all on different 
papers. The complete list of items, or “questions” follows: 


1. An adjective applicable to 
a girl 

2. A girls name 

3. An adjective applicable to 
a boy 

4. A boys name 

5. Where they met 


6. What she did 

7. What he did 

8. What she said 

9. What he said 

10. The consequences 

11. What the world said 


The list of items may be varied somewhat, but in the traditional 
game it is well standardized. Naturally, when filling the blanks, the 
players will not be serious but as clever or as funny as possible. In 
any case, a ludicrous combination is sure to result. 

When the papers are completed, they are read one at a time, 
either all by the leader or each by a different player. The reader 
inserts the obvious words needed for continuity, and makes tho 
whole into a story. A story might come out something like this; 

The catty Josephine Brown and the elephantine George 
Jones met at the West Side Marching and Chowder Club. 

She dived into the pool from the high board. He ate the last 
of the sandwiches. She said, “How do you stop this thing?" 

He said, “All is not gold that glitters." The consequences 
were that they missed the boat The world said, “A barking 
dog never bites." 


2 . BIOGRAPHIES 

Each player is given a sheet of paper. He is instructed to write 
his name at the top of the paper and the numbers 1 to 20 inclusive 
down the left margin. Then he is directed to write the following 
in tlie twenty spaces; 

1. Any year not earlier than 3. A whole number not 

1800 greater than 25 

2. Any city or country 4. Another city or country 



Chapter 2 

NONCOMPETITIVE GAMES 


Tin: ACTIVITIES described in this chapter are cames only in the 
broad sense of the word. In a narrower sense, they are not games, 
ecause in none of them is there any winning or losing, scoring, or 
e mite o jectives; that is, no objectives except to act cleverly and to 
develop ludicrous situations. 


Section I: Consequences games 

Worrk feature of all consequences games is this: 

with no J OCC: ^ Iona y Phrases or sentences, are selected in advance, 

ut a S M° W : t g ?. ““ COnlext int ° which are *° be fitt* 1 - 

and the 7 qUeSti ° ns are “ ked , or statements are made, 

XTiH d ^ ° r " at “» are inserted at designated 
insS o?a wor V dT n ' "1* ^ “““botes a bit of drawing 
nonsense is often * resub “• °‘ c °urse, a lot of nonsense, but the 
words or ideas tW^ atn “ si “S' Swept when supplying the original 
is rlhed to il^ r te ~ d >““• &■ “» ohoicl; he 

“ ^ entirely automatic. W ° rd h ° ^ 31 h ™ d ’ so that tbe P roc ’ 

Gaoup A: Complete a Story 

This is th ■■ R ° M ‘ ,Nr,C conse <5WNCES 
consequences is used wirtf 81 ?* ***? n “ rcferreii to when the name 
leader, sit in 0 circle and^eTu ? Ua ' ifit:ah ' 0 ”- The players, except the 
The paper may have th#> t ° 15 S lven a sheet of paper and a pencil. 
■» read aloud *>? ed <» k but usually they 

player writes in the first ^ direction of tbe leader, each 

“rat space on his paper an adjective applicable 



19 


Noncompefjfive Games 

The above describes the game as traditionally played. A simpler, 
more modern form, which may be better for some situations, has 
only five spaces to be filled in and names only one article to be 
bequeathed. The successive writers fill in the spaces as follows: 

1. Name of the person making the will 

2. Name of any one thing to be bequeathed 

3. Name of person to inherit the bequeathed possession 

4. Purpose of, or reason for, the bequest 

5. A condition applying to the bequest 
The will then will read: 

(1) hereby wills and bequeaths (2) to (3) for the 
purpose of (or in order that) (4); on condition that (5). 

4. CONFESSIONS 

This game requires three leaders, selected in advance- One leader 
goes to each player in turn and whispers to him the name of another 
person with whom he is supposed to be. The second leader goes to 
each in turn and whispers to him a place or situation— this might 
be an actual city or country or it might be a situation, such as on the 
' roof or in a tree. The third leader whispers to each a statement as to 
what he and his companion are supposed to be doing. The three 
leaders work independently, each with no knowledge of what the 
other two are saying. Each player in turn stands and announces 
what he has been told; for example: “I am Jennie Reed; I am with 
Bob Hope at a wrestling match, washing dishes.” 

Group B: Answer Questions 

5. PREDICAMENTS AND REMEDIES 

Players sit in a circle. Each writes on a slip of paper, "What would 
you do if . . completing his question by naming a predicament 
of some sort. On a separate slip of paper each player writes what he 
would do in the predicament. He then passes the predicament to his 
right, and the remedy to his left, so that each player has two entirely 
unrelated slips, one describing a predicament, the other giving the 
remedy for a different predicament. Then one player reads his 
predicament and the one on his left reads the remedy given to him. 
The result will he such nonsense as: “What would you do if you 
ran out of gas on a bridge?” “I would apply a mustard plaster.” 
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5. Either Yes or No 

6. A whole number not 
greater than 25 

7. An occupation 

8. Any number 

9. Another number 

10. A number under 50 

11. A color 
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12. Another color 

13. A part of the face 

14. A bad habit 

15. A sport or hobby 

16. A flower 

17. A kind of food 

18. A number under 1000 

19. Any number 


r JP 1 ™-? 8 pap f r V lre com P ,eted “re collected, and the leader 

eads a Tnography of each player by using the statements written 
by the player to fill the blanks in the following: 
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writes "The La^WiU and Tef Pap8r ’ f A * 186 t<>P ° f 46 Sheet he 
numbers 1 to 12 inclusive ^ lament of. . . ” Then he writes the 
name in the first space. Having 6 ^ mar S in an< * inserts his own 
lus writing cannot be seen n % ° De t ^ S ’ l ^ e P a P er so that 
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tbe sex opposite that of rf 0 ?” f^ ace> name of a person of 
will jointly With the first writa"™^ ^ perSOn “ ,0 make the 
passed, until twelve nlaverJ ■ ,, u paper is “gain folded and 

■wclvc from Ute , haVe writte " on it. Each of the 

wriles the name of any the clev ™ th does same thing: He 
to be included in tiro wilf pS.’ 0 ”: Clther reaI or imaginary, that is 
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and the wills are read. ’ ‘ urse > *0 papers are unfolded 
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potatoes, or anything at all, that he intends to take with him. The 
second player immediately continues, “I am going to Newport and 

will take my " naming anything else. All the others players, 

in turn, repeat the statement, each naming something different that 
he will take with him to Newport. When the first round has been 
completed, the first player begins the second round, this time telling 
what he will do with whatever he intends to take. If it is a dog he 
might say, "I am going to wash my dog.” The other players in turn 
repeat the same sentence, except that each substitutes for dog the 
name of the thing that he mentioned in the first round. Thus, the 
statements might include, “I am going to wash my bushel of 
potatoes,” “1 am going to wash my pound of caviar," and so on. 
When the second round is finished, the third begins, this time with 
the second player. He tells of something appropriate that he intends 
to do with whatever he has said he will take, and the others repeat 
his statement, each of course, substituting his own article for that 
named by the player who began the round. The game continues 
until each player has begun a round. 

9. WHAT IS MV THOUGHT LIKE? 

Players sit in a circle. One of them thinks of some object, person, 
or abstraction, without revealing it to the others. He then says to 
them, “What is my thought like?” Each of the other players in turn 
must answer, his answer, of course, being made entirely in the dark. 
After all have answered, the first player now says, “I was thinking 

of ; why is like ?” He asks this question of each 

player in turn, mentioning the thing that person has named. Each 
must then reply with a statement that indicates some resemblance 
between the two. For example, the first player may have thought of 
a baseball game, and some of ’ the replies to his first question may 
have been, “It is like a man” or “It is like a labor union ” In answer 
to the second question, the player who gave the latter answer might 
say, “A baseball game is like a labor union because it has many 
strikes.” 


70. CRAZY STORIES 

The leader selects, in advance, two well-known short stories. Such 
stories as Jack and the Beanstalk or Little Red Riding Hood are 
suitable. He cuts up or copies the stories so that each sentence is on 
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Although the principle is always the same, this game is sometimes 
organized in different ways. Sometimes the players are in two 
groups, a predicament group and a remedy group, and the predica- 
ments and remedies are passed from one to another in the same 
group. This requires a player to name a remedy without having any 
predicament to which it refers, and he is likely to 6nd that this taxes 
his unagmation. In the method described, a player can think of an 

stiff tv 110 "" 6 "' t ° f a more -° r - I “s logical remedy for it and 
stdl, by mixing up the two, produce absurd combinations. 

t. Slur ANSWERS 

answer to irr C n e i°\ an0tbe | r ’ 6aCb P' ayer “ g iven a question, and an 
his question an 1 A V <l uestl ' on - In turn, each player reads 

very anmsimr T , then ^ answer . a combination that is likely to be 
thfquestions aid” 6 *" S6 ~ raI WayS ° f se,ectin g and distributing 
in aSee ° b f St meth ° d *> a leader to find! 
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each answer on a different sTm^hTn'fff eadl qUt!StioD on a sli P and 
one container thp one • P ' ” en < l uestl0ns are mixed up in 
% from each of and CaCh ^ 
player to write anv oup^h ° ainer ^ A second method is for each 
another slip, the slips beunT* S1 ? ° f paper and its answer on 
method is P for twoleaders Tt" d . d ?" n a ° before. Still a third 
question and an answer to each* 1 mde P endentI y* to whisper a 
questions and the other thp P 3 ^ er ’ t ^ lat is ’ one l ea <l e r gives the 
ft ft common ™ t ^ ** Iast method is used, 

questions only, fte other wi ^nswTmordy “ *" gr0 “ PS ’ 0De 

Tlj^ 7m WHr AND BECAUSE 

begin 4h "VVhy'andtach™ ° f Sffly Answers - Each question must 

X and each answer must begin with because 

°ur C. Other Consequence Games 

With the la *' G0 '" G T0 NEV "o RT 
m . 011 going to Nc»mo'l“ n a d C ,h de ’ 1116 ICader announces that they 
“ d «ake my th , cn sa V s . “I am going to Newport 

Herc be na ™cs dog, airplane, bushel of 
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Group A: Mindreader Knows in Advance 
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13. CAHOOTS 

One player, the mindreader, turns his back to the group and 
another player, his confederate, then points to any player and asks, 
"At whom am I pointing?* The mindreader gives the correct answer. 

The mindreader knows that the confederate will point to die 
player who was the last to speak before the mindreader turned his 
back. Obviously, both performers must know the identity of the 
last speaker. 

14. THE MAGIC CIRCLE 

The mindreader announces that he will leave the room and on 
his return name the player with whom his confederate has shaken 
hands during his absence. The mindreader does not leave im- 
mediately, but gathers the others around him and goes through 
some hocus-pocus, chanting something about the magic circle, such 
as "The magic circle is now formed; do you feel its influence?” After 
several members of the group have given some reply, he leaves the 
room and soon returns to identify the person with whom his con- 
federate has shaken hands. He is able to do this because he knows 
that the person to be identified is the one who spoke first in response 
to his question about the magic circle. 

15. THE SPIRITS MOVE 

The mindreader leaves the room but remains within hearing 
distance. The confederate goes to another player, holds his hands 
above the latter s head and says, "The spirits move/' He does the 
same with other players at random; finally he says, “The spirits move 
and rest upon. . . Here the confederate pauses, and the mind- 
reader names the player in question. The person to be guessed is 
the one who was at the right of the confederate as the mindreader 
left the room. 

16. CAR 

While the mindreader is absent from the room, the others select 
one of three objects. The confederate calls the mindreader back, and 
the latter immediately identifies the object. The signal to the mind- 
reader is the first letter of the statement used in calling him back to 
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a separate slip of paper. After these slips are thoroughly mixed, each 
player draws one or two of them. Then the players in turn read their 
sentences, thus producing a nonsensical combination. 

II. ART CONSEQUENCES 

Each player draws a picture of a man’s or a woman’s hat on a 
sheet of paper. He folds the paper so that just enough of his drawing 
can e seen or the next player to add to it. The second player con- 
hnues the drawing by inserting the upper part of a face; then he 

0 ds the paper in the same way and hands it to the third player. 

1 C Ur , ? a / er ac ^ s I° wer part of the face and succeeding 
ayers a c , in order, neck, shoulders, waist, hips, legs, and feet. 

exhih^ 0r t0 each * awin g labels it with I name and 

each ° • 6 ^ r °"P' ^ course, the game can be varied so that 
above 1S com Pl ete d hi fewer stages than the nine described 

,2 - nCTlMS AND NAMES 

players ne*cd e nn < Hh WS 3 on a sheet °f paper. Of course, the 

the better The ^ ^ an 7 drawin g ability; probably the less ability 
•he rhtt \ ™ r d oTI 3handed th0 “* who -ites on 

folds the paper sn tW f & Caption for P^ture. Then he 
paper to the next nl ' vor ^ s can he seen and hands the 

suit the name that h ^ ^ 1 m Pl a y er must now make a drawing to 
the to him. The fourth player names 

given by the fourth " a 1116 draws a picture to suit the name 
y the fourth, and so on, alternating pictures and names. 

S ::t l,: M!ndrea 'llng end second si g hf 

All the "min ft t* » 

in each there is a mind t0 ^ escr ihed here are much alike: 
confederate’s identic ill* ^ an ^ a con ^ e derate; in most cases the 
his existence is a seerpf t0 P^ a y ers » hut in others even 
themselves on some n exce pt the mindreader agree among 
number, or idea, f or or possibly some word, 

°r signal, the confedenZ* 1 ^ reader to name. By the use of a code 
1 ie latter names it comwi ^\ e mindre ader of the secret and 

ol the code or signal an1 ?* . The differ chiefly in the nature 

bd„ w . gnal - -ul it is on this basis that they are classified 
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confederate points to the books, one at a time, asking questions as he 
does so, and the mindreader identifies the selected book 

In this case, the code is in the words used by the confederate in 
asking the first question. For the book on the upper left the ques- 
tion is, “Is it this?” ; on the upper right, “Is it that?”; on the lower left, 
"Is it this one?” ; on the lower right, “Is it that one?” As soon as the 
first question has been asked, the mindreader knows the book to be 
identified and from this point on the questions are immaterial. 

7P. FIVE IN A ROW 

The mindreader undertakes to identify an object that the others 
have selected from five placed in a straight line. The confederate 
points to objects, apparently at random, asking questions as he does 
so. When he points to the selected object, the mindreader identifies 
it 

The method is very similar to that used in Nine Books, the object 
being revealed by the position at which the confederate touches the 
first object The code can be varied as desired, but the following is 
as good as any; touching the first object near the upper left comer 
indicates the object at the left of the row; upper right, the second 
object; center, the third object; lower left, the fourth; and lower 
right, the fifth. 


20. TELEPHONE CARD TRICK 

This mindreading trick involves difficulties, but when it can be 
worked it is remarkably effective. The mindreader is absent and 
unknown, and one of the mystified players is induced to ask the 
question that contains the code. The players select a playing card 
from a deck, and one of the group is directed to telephone a certain 
number, ask for a certain person, and ask this person to identify the 
card. The person called, after suitable stalling, will name the chosen 
card. 

Of course, the telephone number is authentic, but the name of 
the person asked for is a fake; this name constitutes the code by 
which the card is identified. Some person, who cannot be present 
when the trick is worked, must, of course, be primed to act his part 
as mindreader and to respond to any name. The name must have a 
consonant for its first letter and a vowel for its second. The second 
letter show's the suit of the selected card — a for clubs, c for 
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the room: The letter C indicates the first of the three objects, A the 
second, and R the third. These letters are the initials of the expres- 
sions most likely to be used; that is, “Come in,” “All right,” and 
Ready, The idea can be expanded and made more complicated if 
desired. 


Group B: Code is in Confederate’s Questions 

17 . NINE BOOKS 

Nine books are laid on the floor in a rectangle— three rows of three 
oo each. The others agree on one of the books for the mindreader 
to i entify. A confederate points to the books one at a time, using a 
yardstick or other pointer. When he points to the selected book, the 
mindreader identifies it. 

The confederate identifies the chosen book by the way in which 
rl»° in Ii at * f k 00 ^' Thus, if the chosen book is the one in the 
confederate points to any book at all, but is sure to point 
in nm, a* ° “ hook. From this point on he can touch the books 

wait/fnr ^ uestions °f an y hind; the mindreader merely 

a second «. 6 r '? ht i°°t k ' aIre!ld y knowing which one it is. To give 
row the n f" J ^ ^ cbosen book » in the middle of the bottom 
^’middlo * rSt *° Uches “V b °° k a ‘ but touches it at 

which book h k tbus * e mindreader immediately knows 

Soa en % it"" ° h0Sen ' and hB mete, y waite fOT ^ F°per 
givingTc’tanrefsion that h™ 1,6 t " Ck ratremel y mystifying by 

he might noint to n n ! e “ US,D S 50me ol her node. For example, 
others with the « 6 S * J °° k and sa y "i s >t this?”, point to several 
point to the selectedbo'k 81 '”.!! ( alwa y s emphasizing this ) and then 
is sure to think that the 'd** <Jaestion “ Is if that?" Some player 
offer to guess the K c0 e ls m the change from this to that and 
misled. ^ b00k nert time, only to find that he has been 


This trick rOU * 800,15 

only four are used 'slmnt^i! be USC ^ nine books, but usual 
this way. The mindrmd ecause the code is easier to rememb 
been selocted from a rJ* unde ^ taI<es to identify a book that h 
group of four arranged in a rectangle. T1 
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the one selected. If the first question refers to an object without legs, 
tho selected object will be the next one without legs mentioned by 
the confederate. For example, if the selected object is a certain 
chair, the confederate may point to a table and say, "Is it this?" Then 
he points to a lamp, an ash tray, a booh, and various objects, all 
without legs. Finally he points to the selected chair, thus revealing 
its identity. 


23. CHOOSE A NUMBER 

The other players select any number. The confederate calls out 
various numbers, and when he calls the selected one the mindreader 
identifies it. 

The code is in the first digit of the first number called by the 
confederate; it shows the place that the selected number will have 
in the scries that he calls. For example, if the first number called by 
the confederate is 67, then the selected number will be the sixth one 
called. 

The trick can be made more difficult, for both performers and 
other players, if the confederate, instead of actually calling the 
selected number, calls this number multiplied by two (or any other 
multiplier agreed on in advance). For example, for the number 14, 
the confederate might call: 56, 129, 33, 87, 28. From the first number, 
56, the mindreader knows that the fifth number in the series will be 
twice the selected number, and since the fifth number is 28, the 
selected one must be 14. 


24. BLACK MAGIC 

While the mindreader is absent, the other players select any 
object in the room. He returns, his confederate points to or asks 
about various objects in the room, and when he mentions the 
selected object the mindreader identifies it. 

The selected object is mentioned by the confederate immediately 
following the name of any object that is black. Of course, any other 
color can be used in place of black. 

25. LEG MAGIC 

This is the same as Black Magic except that the object to be 
guessed is named first after any object with leas. 
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diamonds, i for hearts, and o for spades. The first letter shows the 
rank — b for a two, c for a three, h for an eight, / for a queen, and so 
on. This system does not work for an ace, a five, or a nine, since such 
a card would require a name beginning with a double vowel. To 
get around this difficulty, one might simply decide that an ace, a 
live, or a mne cannot be used; because this might lead to failure of 
the tack, it is recommended that the initial letters n, p, and r be 
usee to in icate the denominations in question, as substitutes for 
o, e, and i. 

fr;? n f °r u' e ” r0 , U ^, mabes a vague reference to the powers of a 
f • J 0 and * e others finally agree to give the mysterious 
nl avi no* 1 1 • y , a m j lbod olearly not controlled by the leader, a 
LTm™ ^ <S Say 46 < f ueen of diamonds. The leader then 

X Wiu IF™"' “ Cal1 LawndaIe 5963 aad ^ for Dr. 

The call is ' C 1° te " yOU wbicb car d bas been selected.” 

Lerner- colf^ u T? h ^ after considerable difficulty, “Dr. 

*• “'»*-■ «*- “ "j- “ * » 

F t, 2l ' COtlNT TH£ tETTERS 

oth ’ u ” bered ' and one of them is selected by the 

returns, his confederate nsfahtaT™” “ absent ' The mtadreader 
is identified. hun vanous questions, and the object 

first word spokcn'b'v the lnd ‘, Ca , ted b T the "umber of letters in the 
'«‘or 'vordfobiect „ y u *L C r °! edarafe: . ob Jfct number one by a one- 
' number h™ by a two-letter word, and so on. 

While t} legs 

any object in the room^Jf room > other players select 

mindreadcr returns he i.**? f table ’. a ^S- or a lamp. When the 
identifies the selected obie^t ° 4 uestl *ons by his confederate and 
The code is j n jj. r 1 ° ’ 

the mindreader needs onlvT^ 0 ” asked b X ^ confederate, and 
object with legs, if it V° "° te wbe ther this question refers to 
r ^fcrs to an object with *u 1Ca 4*° next tbe confederate 
n *cgs. the mmdreader will know that this is 
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The mindreader and his confederate have an understanding by 
which the objects are numbered, say from left to right. It is im- 
material what questions are asked. The mindreader needs only to 
count the questions and to compare the number of each question 
with the number of the object to which the question refers. When 
the two numbers are the same, the chosen object is indicated. For 
example, if object number five is to be identified, the confederate 
may ask the first question about number two, the second about 
number four, but the fifth question must refer to die fifth object. 

30. THIS ONE. THAT ONE 

In response to his confederate's questions, the mindreader identi- 
fies the chosen one from four objects. This trick resembles Four 
Books (page 24), but the principle is the same as in Count the 
Questions. 

Four different questions are used: “Is it this?,” “Is it that?,” “Is it 
this one?,” and “Is it that one?.” Each of these questions is assigned 
to one of the four objects, and when a question is referred to the 
object to which it is assigned, the mindreader knows that object is 
the chosen one. For example, if the question for object three is “Is 
it this one?,” then the confederate reveals the identity of the object 
by pointing to it and asking this particular question. 

31. TWO ROWS 

Two rows of books or other objects are laid on the floor or table, 
any convenient number in each row. The mindreader answers his 
confederate’s questions and selects an object that has been chosen 
by the others. 

The code is extremely simple, but unusually effective. One of the 
two rows is designated as the "this” row, the other as the "that” row. 
The chosen object is indicated whenever the confederate uses the 
word “this” in referring to an object in the “that” row, or vice versa , 

It is probably better to use three or four rows of objects. Only the 
two code words, "this" and "that" are needed, each row being 
designated by one or the other of these two words. 

32. THIS ANtJ THAT 

This trick is well known and so simple that it will not fool many 
people for very long; but It is included here because no collection 
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26. BOOK MAGIC 

Seraal books are placed in a row, and one of them is chosen for 
•mn mm J eader guess- His ““federate points to various books, 

S isrr 1 when he points to ^ se!ected the 

following p adected book ]S always the one immediately 

al d that r a e fe nd 0f ,he row - A* a variation, it -night be 
Xr eld ° 0k Wffl foUow one tbnt « second from 


27. CITY MAGIC 

th J^ne^ttouhfnl 03115 T 46 ? mes of Ci,ies > and when be names 
The point is thaUhe aVe £eIected th e mindreader identifies it. 
selected city immediately afte the tet'™’* ^ ‘ he name , ° f ^ 
snch as Los Angeles or New York & 3 tWO ' word name ’ 

2S. BED. WHITE. AND BLUE 

the ^ndmadlwSeT- 1 ' B ' aCk ^ ^ ° b J« is selected, and 
ing and pointing. The mores r ? Sponse t0 bis confederate’s question- 
The key: the first ohier* » u r ®P eat ^ wit h other objects, 
mediately after any red obiect* h Vtlf"'* 61 * wiU be mentioned im- 
is mentioned immediately aff’ U i n6xt time ’ sheeted object 
after a blue 0 ™ rned,a "% •&* a white object; and the third time 
The principle of ha * 

successive objects adds crJLf? ""^iple code and changing it for 
Wcks and should alwayfbe f a effeCtiveness of mindreading 
!° -nystify people. vS„ ' ^en a serious attempt is mad! 
improvised easily. p or exam , f met bod are obvious and can be 
from a row of objects (as in n Dne ob J ect h t0 be identified 
“gme that the fi rs t tjj u.“ ?°° b Ma g ic >> it would be simple to 
0 ter one at either end the seen ^ wd be mentioned immediately 
<md. and so on. ’ ° Second “™> after the second from either 

A eertain numb C ° UNT TH£ ftW/ONs 

to h" b b > er, be odierplaye 7 ^ 2001 or tab,e ’ one ° ! 

“ “ CdCrat °' S qUKli °“. Pinout the chTenTb^” ” 
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are not the ones on the slip at all, but rather ones agreed upon in 
advance with a confederate. In fact, it is not necessary to have a 
sentence agreed upon, but only an understanding that the con- 
federate will acknowledge authorship of whatever words the mind- 
reader reads first. 

When the mindreader looks at the first slip "for confirmation,” he 
is actually learning what is written on it. Then when he holds the 
second slip to his head and pretends to read it, he actually calls out 
the words appearing on the first one. He continues thus, always 
pretending to read the words on a slip but actually calling the words 
on the preceding one. 

If the confederate contributes a slip like everyone else, the mind- 
reader’s system will be disrupted when he reaches this slip. It is best 
for the confederate not to contribute a slip at all. If this method is 
used, the game will have to be halted before all slips are read; 
otherwise, the players will notice that one slip is missing. Another 
possibility, however, is that the confederate’s slip be made identifi- 
able and be taken from the container last. 

35. TEMPLE RE4DING 

A mindreader undertakes to learn, by mental telepathy from his 
confederate, a certain number that the others have agreed upon. 
The confederate sits in a chair, and the mindreader places his hands 
on the cheeks or temples of the confederate. Soon the mindreader 
announces the correct number. 

The confederate keeps his mouth closed and gives signals by 
tightening his jaws, signals that the mindreader can easily detect 
with his fingertips. For a small number, the signal is simply the 
proper number of bites; for a larger one, each digit is indicated by 
a series of bites, followed by a distinct pause. 

This system can be easily adapted to words, a word being spelled 
out by indicating each letter with a simple code. 

36. CARD NAMING 

While the mindreader is out of the room, the other players select 
any playing card from an ordinary deck, then replace the card, 
and shuffle the deck. The mindreadcr's confederate places the deck 
face down on top of a card table and recalls the mindreader, who 
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would be complete without it. The confederate asks questions, and 
the min dreader identifies a selected object when it is mentioned. 
The point is simply that the confederate indicates the object by 
using the word that in asking about it. He will ask, “Is it this? " “Is 
it this one?” and so on, but when he asks, “Is it that?” the mind- 
reader knows the answer is "Yes.” 


Group C: Code is Not in Confederate s Questions 

33. SPOON PHOTOGRAPHY 

The mindreader claims that a person’s image can be transferred 
? a s * ver s P°on and that, although the picture is not very 
clear it can be recognized by the mindreader. He leaves the room, 
hlS assistant hol <*S a spoon in front of the face of one of the 
stX,\lT n P aCGS the S , P °° n ° n the floor ‘ mindreader returns, 
the namn nf^ 011 lnte ” t *°°k s tlie players over, and announces 

thename of the one photographed. 

the picturp 1 ^ 13 ^ 10 * 1 ! k confederate indicates the subject of 

played the rn"} 1 ^ ^ ^ P ° Se ant * actions ‘ As the game is usually 
fhe same as one who "took the 
person If the J S ^ 6tter t0 ** ave imitating done by a third 
demand ^ SCTeraI Hmes ' the J sure to 

the demands mi bt PJ r50ns act as subjects for the photograph, and 

prepared w th ® •*?“ l ° ™ e ° f the ederates^t is wise to be 
P pared with special s.gnals for this emergency. 

Each 34 BUND m,ON 

of Paper^ fol&™f sif-'™''!’ it phr f V" a short sentence on a slip 
reader takes one of tlf* t- ^ e P oslts ** in a container. The mind- 
"gainst his forehead TrAn* and ' ' vitllout unfolding it, presses it 

asks for the writer to ide„ff e ^ ann ?J ,I1CeS whal is on the s!i P and 

writing it. Th e tninrlr/s j 1 ^ ^ ® ne °f the players will admit 

firmatfenth^h “ ,he sIi P “"d reads it for con- 
slip. He takes the dine « ° U f the same procedure with the second 

l ' Kiss ”* ■ : *■* 

to the mindreader s Wl”? 0 ' ha "dhng the first slip. The one held 
"ho is not in on the srrroKU *5 ^ aut ^ entic on c Witten by a player 
• u t e words spoken by the mindreader 
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nindreader to complete his identification by saying, "It is the ten 
jf hearts.*' The confederate must, of course, give some reply. 

37. THE MYSTIC CANE 

As a mystifying trick this one may appear weak, but it has been 
very successful for many years. Perhaps its popularity is due to the 
dramatic element and the action included in it. The mindreader 
tries to guess some simple verb of action that the others have 
selected, and to indicate the correctness of his guess by acting out 
the verb. His confederate makes remarks, gives instructions, and 
taps on the floor with a cane, and soon the mindreader starts to 
perform the appropriate action. 

The selected verb is spelled out by the confederate by means of 
a very simple code. Each consonant is indicated by using it as the 
initial letter of the second word in a statement, each vowel is 
indicated by a certain number of taps on the floor with the cane- 
one tap for a, two for c, three for i, four for o, and five for u. For ex- 
ample, suppose the selected word is write. The confederate might say, 
“I toish you would all concentrate.” Then, after a pause long enough 
to indicate a new statement, "Get ready now.” Then, tap, tap, tap 
with the cane indicates i. Next, “It fakes the cooperation of all of 
you to make this a success,” and finally, tap, tap. The mindreader 
is now ready to take a pencil and paper and begin writing. 

38. CIGARETTE MAGIC 

The mindreader tries to guess any word selected by the others, 
and his confederate informs him of the word by use of a code much 
like the one used in The Mystic Cane. The consonants are indicated 
in the same way, that is by using them as initials for the second 
words in sentences. The vowels are indicated by puffs on a cigarette 
—one puff for o, two for e, and so on. 

39. THE TELLTALE PLATE 

The mindreader inverts a plate on a table top and places a coin 
on the plate. He leaves the room, having given instructions that 
during his absence one of the players is to remove the coin from 
the plate and conceal it on his person. He then returns to the room 
and directs that the players, one at a time, place their right fore- 
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is able to name the selected card. He names first the color of the 
card, next its suit, and finally its denomination. 

Two different codes are used, die first to indicate the suit of the 
card, the other its denomination. The confederate indicates the suit 
of the selected card simply by placing the deck nearest the proper 
edge of the table, according to a prearranged code— for example, 
north for clubs, east for diamonds, south for hearts, and west for 
spades. Therefore, the instant the mindreader sees the deck on the 
table he knows the suit of the card to be named. He does not, how- 
ever, name the suit at once, but only its color, and later names the 
suit; in other words, he uses two statements to say what he could 
as well have said in one if he had wished to do so. 

To each of these two statements the confederate gives a reply to 
indicate agreement, and it is the nature of these replies that con- 
stitutes the code which tells the rank of the card. The confederate 
must have ready four different expressions of agreement, such as 
yes, right, correct, and uh-huh. The denominations are divided into 
four groups: first group— ace, two, three, and four; second group- 
five, six, seven, and eight; third group— nine, ten, jack, and queen; 
fourth group— king only. When the mindreader announces the color 
of the card, the confederate gives assent with one or the other of the 
four methods in the code, the one he uses indicating in which one 
of the four groups of denominations the card is found. Next the 
mindreader announces the suit (having known it from the begin- 
ning) and again the confederate gives assent. In this case, the same 
set of replies is used as the code, reply number one indicating the 
lowest of the four cards in a group, reply number two the next 
lowest, and so on. The mindreader then announces the rank of 
the card. 

Suppose, for example, that the ten of hearts has been chosen. The 
confederate casually places the deck on the table, somewhat nearer 
the south edge than any other, and calls the mindreader to the 
room. The latter observes the location of the deck and, immediately 
owing that the card to be named is a heart, announces, “It is a 
Car j‘. ^°/ rcct s ays the confederate, thereby indicating that 
e car is either a nine, a ten, a jack, or a queen. After suitable 
e ay or concentration, the mindreader says, “The card is a heart.” 
ic co crate now replies “Right,” thereby showing that the card 
is second-lowest in its group, that is, a ten. It remains only for the 
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44. FOUR SAUCERS 

Four saucers are placed on a table, one empty, one containing 
clear water, one containing milk, and one containing vinegar. A 
player is blindfolded and instructed to place a finger in one of the 
saucers, the saucers having been shifted about. The one that he 
touches first indicates something about his future: water, a happy 
marriage; milk, wealth; vinegar, poverty; and the empty saucer, 
that the player will be a bachelor or old maid. 

45. THE tOVE APPLE 

Each player has an apple and a paring knife. He must pare the 
apple without breaking the peeling, and then throw the peeling 
over his shoulder to the floor. The initial most closely approximated 
by the peeling will be that of the players future mate. If he breaks 
the peeling, he will not marry. 

46. CROSS-OUT FORTUNES 

This game reveals the feeling of one person for another of the 
opposite sex. The two names are written down, one above the other. 
Then all letters that are found in both names are crossed out, and 
the number of letters that remain in each name indicates the feeling 
of that person toward the other. The remaining letters are counted 
off in this way: Friendship, love, indifference, hate, friendship, love, 
indifference, and so on. 

Example: w/^/a^ JON^/ 

Counting the uncancelled letters in William Jones gives friend- 
ship, love, indifference, hate, friendship, showing that his feeling 
for Lucille is friendship. The count of the girls name shows that 
she has the same feeling for William. 

If preferred, only the first name may be used, or the name may 
be written with a middle initial or complete middle name. Which- 
ever form produces the most pleasing result is the correct one. 
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fingers on the plate. He then names the player with the coin. 

The mindreader has a confederate, but this fact must not be 
known to the other players. The secret is that the confederate is 
careful to take his turn in touching the plate immediately after the 
player who has the coin. 


Section 111: Fortune telling 

40. FORTUNE-TELLING CAKE 

Various small articles are wrapped in waxed paper and baked 
within a cake. The articles should be well distributed so that each 
will go to a different person. When the cake is cut and served, 
several of the guests will get the articles and from them leam some- 
thing of their future. The significance of a few of the articles is: 
Penny —poverty 

Dime —wealth 

Ring with stone— first engagement in the group 
Wedding ring —first wedding in the group 

Safety pin -a baby 

Heart —a love affair 

Button —bachelor or old maid 


41. FORTUNE HUNTING 

Small articles, similar to those used for Fortune-Telling Cake, are 
wrapped so they cannot be identified, and hidden in various places 
* it U , 16 roon1, Th e guests search for them, each guest being 

ahnnTft| 0l f ^.° ne ^de. These articles reveal something significant 
about the future of those who find them. 


42. FEATHER FORTUNES 

r ? d ’ one wb ite, and one brown, are placed side 
color of°tfip f it Ea ? h guest in blows the feathers away. The 
of the blowcr’s a fuSr*matT VelS indicales ^ complexion 


43. WHO IS BOSS? 

The Icadcr'fht^ as ^ ed lo their hands at the same time. 

above the right an y°. nc who has hJs left thumb 

t> . vil! be, boss in his own home. 
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44. FOUR SAUCERS 

Fnur saucers are placed on a table, one empty, one containing 

that the player will be a bachelor or old maid. 
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by the peeling will be that of the players future mate. 
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opposite sex. The two names s ’ are crossed out, and 

Then all letters that are found indicates the feeling 
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be written with a midd , . res ult is the correct one. 
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fingers on the plate. He then names the player with the coin. 

The mindreader has a confederate, but this fact must not be 
known to the other players. The secret is that the confederate is 
careful to take his turn in touching the plate immediately after the 
player who has the coin. 


Section 111: Fortune telling 

40. FORTUNE-TELLING C4KE 

Various small articles are wrapped in waxed paper and baked 
within a cake. The articles should be well distributed so that each 
will go to a different person. When the cake is cut and served, 
several of the guests will get the articles and from them leam some- 
thing of their future. The significance of a few of the articles is: 
Penny —poverty 

Dime —wealth 

Ring with stone— first engagement in the group 
Wedding ring —first wedding in the group 

Safety pin -a baby 

Heart —a l ove affair 

Button —bachelor or old maid 


41. FORTUNE HUNTING 

Small articles, similar to those used for Fortune-Telling Cake, are 
wrapped so they cannot be identified, and hidden in various places 
allnw i 16 T room ‘ g»«ts search for them, each guest being 

ahnnf C ft> 0l f^.° ne a f rt ! Gle - r ^ iese artic ^ es reveal something significant 
about the future of those who find them. 


42. FEATHER FORTUNES 

bv °^f r ? d> one w hfte. and one brown, are placed side 

color of thr. r S uest in turn blows the feathers away. The 

of the hlowcrs a future h mate aVeIS indicates * e complexion 


«>. WHO IS BOSS? 

The leader to their hands at the same time. 

above the right "s^rTmT T' wh ° haS h “ lcft thuI " b 

h is, or Will be, boss m his own home. 
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Skits, Gags, and Group Stunts 

2 THE MfNDREdDER w 

Tlusisa »l»I » 

tricks, many of which are descn e players select 

tricks, the mindreader leaves Welder retnrnsVd his con- 

some object for him to name mindreader to leam the 

federate asks questions that ena tQ ^ sUit as described 

identity of the chosen object. JLderate are absurdly obvious, 
here is that the clues given by the cod Me rate are . tf ^ mind . 

so as to make a joke of whole & M might say some- 

reader is to guess the number four^cco P^,,^ he might 

tiling like. You have just j _ on. A clever pair can 

male fee, obvious tap on «lje gmep lms 

=». ell ■«•*>* — “ a “ 8 " I ’ 3 ' 

3. THE ECHO 

The fake echo that suddenly £ gotd for a laugh. For 

c h 3d d h‘° sr£ 

prospect by claiming that a \ , himself at a distance and 

the property. He hired a hoy to r time die seller 

imitate an echo of what he heard. At Aftcr a 

called “Hello” and echo very P r0 F y .,, vho are y0 u?” whereupon 
few more exchanges thc °'™ r C sbou jd no t be used in exactly 
echo replied, “Bill Smith. This ga 0 d tQ die sitU ation and 

the form described here, but s ou !)(;nt P op p 0r tunity for clever 

the people present. It gives an 

originality. THE CROOKED-MOUTH FAMILY 

, - p a whose mouth is twisted to the 
This skit requires a cast ot hvc i , thdr SO n Bill, whose 

left; Ma, whose mouth is twisted t S whosc tipper jaw pro- 

lower jaw protrudes; then S j, ome from college, whose 

trades; and tlicir other son J < 1 a( ll0m e w hcn bedtime 

mouth is perfectly straight y but )lc js un3 blc to do 

arrives. Pa is asked to b ow al U s for assistance from 

so because he can blow only to the 



Chapter 3 

SKITS, GAGS, AND GROUP STUNTS 


AmATEUB DRAMATICS, IN WHICH THE PERFORMERS HAVE ONES AND 
action to learn and rehearse, is not within the scope of this book. 
Included here are a few stunts and gags of the kind that can be 
improvised, without preparation of a serious kind, by any reasonably 
c ever p ayers. The chapter includes a very few straight dramatic 
s -i s or gags, a few stunts in which all participate, some “contests/* 
and a few fake stunts. 


Section I: Straight skits 

I. THE PULLMAN PASSENGER 

haS 3 raSt °* t * iree: two Pullman passengers and a porter, 
well and e . P ass( -ngers, a loud and loquacious man, tips the porter 
of* 7 instructions about getting him out of bed 

5 a and He abSOlu,eI y must S et «P • few minutes before 
explains t ha/h 1*1 1116 train at PodulJ; at five o'clock. He 
S chit a t WJ b f slee Py- "ill probably teU the porter that he 
aT,emnul d b R m “ d ’ wU1 in ' way resist the porter's 

the man is to c P ' T 1 ® P ° rter must u ° d «stand, however, that 
Podunk. Tlie forced ,c> dress . a " d put off the train at 

action takes Jhn, ^ *° *°^ 0W instructions exactly. The next 

to w."ken thc P lT ,USt five in coming. The porter tries 

mistake, that he to/nol/-’ ** P . redic,ed> 0,6 Iatter sa y s !t aI1 a 
that he never heard of Pn!T i* ® n,10n ° f S etti "g olf at Fodunk - 
deceived. He has be dunk, and so on. But the porter is not 

the reluctant nlsenl P . '° t d ° and he d °<* ». He forces 

shoves him oil the * > ° d ’ f° rces him to dress partly, and 

^ Af‘« the train has left the station the 
56 
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The song is sung once as given. Then it is sung a second time, 
but the ward baby is not spoken. Instead, each singer substitutes a 
motion of rocking a baby in his arms. Then tire whole song is sung 
for the third time, and motions are substituted for two words— baby 
and cold. The motion substituted for baby is the same as before, and 
the one for cold is a cough. The next time a third motion is added: a 
slapping of one’s chest as a substitute for the word chest. Finally, the 
motion of holding the nose is substituted for camphorated oil. 

Thus the song has developed into this: 

John Brown’s [rocking motion] has a [cough] upon his [slap] 
[Repeat this line twice] 

So they rubbed it with [hold nose]. 

This song is sometimes used as the basis of a competitive game, 
a player being eliminated when he makes a mistake. It seems better, 
however, to consider it simply a bit of nonsense for all to enjoy 
without the competitive element. 

9. POST MORTEM 

This stunt is gruesome, so much so that it may be upsetting to 
some people. But for those who can stand it, it is extremely effective. 
It requires considerable preparation and also some skill on the part 
of the narrator. 

The group sits in a circle in complete darkness. If some light is 
unavoidable, then the group should sit at a large table and pass the 
objects under the edge of the table, because the players must on no 
account see the objects that are passed from one to another. The nar- 
rator tells a story, in very sepulchral tones, about a man who was 
murdered. Various parts of his body have been found, and some 
of them will be passed around for all to feci. The narrator then 
refers to the murdered man’s brains and as he does so he hands a 
damp sponge to the next player. The sponge is passed from hand 
to hand, and the narrator must wait until it has made the complete 
circuit before he mentions another part of the remains and starts it 
around. The narrator continues this, starting “parts of the murdered 
man’s remains” around one at a time. Of course, the objects may be 
varied, but some good ones follow: 
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Ma, but Ma can do no better, because she can blow only to the 
right. Neither Bill nor Jane, who try in turn, can blow out the 
candle, for Jane can blow only downward and Bill can blow only 
upward. At last Jim is persuaded to try, and he blows out the candle 
with no trouble. Pa remarks, “It shows the value of a college edu- 
cation.” 

This skit is sometimes done as a monologue, the same person 
ta "ing all the parts. It is harder than one might think for a person 
to change rapidly from one crooked mouth to another. 


Section II: Group stunts 

5. COMMUNITY SNEEZE 

Payers are divided into three groups. One group is assigned 
S'. 4 ' second “Hishee,” and the third “Iloshee.” At a signal 
"sneeze ” h ° Ut ** °” Ce ’ ^ Ws assi S ned word - The result is a giant 

BdRNKdRD MUSIC 

can ^ name °* a hamyard animal whose call 

they need nnf 11 anima ^ s as possible should be named, but 

ax "■ - - *■ 

7. THE FROG POND 

voice; Aatfa^thehSh ^ ® roups * rou g hl y according to 
second and the ha ^ 01ces ln one group, the middle voices in the 

s,gnal aU s.ng at once, each his assigned words. 

T 8 - J OHH BROWNS BABY 

this song in unison Batt!e Hymn of the Republic," the group sings 

John Brown * S i! ad 3 C ° ld upon his chest - 

Joh^ B o ™- t a l y a co,d u P on his chest 

SoXy Xed t" X 3 C ° ,d UP ™ 1158 

y bbed it with camphorated oil. 
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must not be allowed to go too far, but should be given away soon. 
This stunt is very effective if cleverly done, but if not well planned 
and skillfully carried out, it will fall quite fiat. 

72. AMBIGUOUS INTRODUCTION 

At a banquet, the toastmaster gives an extremely flowery intro- 
duction of the next speaker, but he does not give the speaker’s 
name. Instead, he says, “You all know, of course, die maD to whom 
I refer ” Thereupon two men rise, each with a prepared speech much 
in evidence. Each insists that he is the man referred to, and that he 
has been asked to give a speech. The problem may be solved by the 
toastmaster’s statement that the speaker is neither one of the men, 
but a third one; in this case, the third man actually gives a speech. 
Another solution is for each of the two candidates to be allowed to 
read his speech, one sentence at a time, the two alternating in 
reading a sentence each. Like the Fake Argument, this stunt will 
succeed only when well planned and cleverly handled. 

73. FAKE GHOST STORY 

The performer finds a really good story', one that works up to a 
very tense climax and, of course, one that is not likely to be known 
to his audience. He tells the story in an interesting and straight- 
forward manner. When he comes to the point of greatest suspense, 
he modifies it somehow so as to refer to a drum and then says, “And 
so they picked up the drum and beat it.” Thereupon he walks off and 
leaves the audience in suspense. 

In another, and possibly better, form of this trick, the storyteller 
works in a reference to a shoemaker. Then he seems puzzled and 
asks, “What is that thing a shoemaker uses to punch holes in 
leather?” The answer from various members of the audience will, of 
course, be “Awl.” Then the storyteller says, “Yes, that is all.” 

Section IV: "Contests" 

Included here are a number of “contests” in acting, oratory, or 
other vocal activity. Although some pretense is made of picking a 
winner, rather than contests they arc more properly considered 
devices for producing ludicrous situations. As described they arc 
for two contestants only, but most of them can easily be used with 
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Brains: wet sponge 
Head: head of cabbage 
Ear: dried apple or peach 
Hair: yarn or comsilk 
Hand: glove filled with wet sand 
Eye: peeled grape 
Tongue: raw meat or damp 
pickle 

Heart: piece of liver 
Teeth: kernels of com 
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Toe: a carrot 

Veins: cold cooked macaroni 

Windpipe: piece of soft rubber 
hose 

Vertebrae: wooden spools on a 
string 

Tendons: cold cooked macaroni 

Rattling bones: clothespins on a 
string 


10. THE STORJT OF HARRY 

One man tells the story of Harry to another, slapping and mauling 
hts listener as indicated below in parentheses: 

/ ^ bester (s' a ps him on the chest), have you 'eared 
S ear) about Hairy (rumples his hair). He chest 
theT, vw° n h f cbest again > g 04 back (whacks him on 
kneed hi r ' he <P° te b ™ «n front). They had 
Zhe l Un 1 ° n I U,e k "“) of his feets (steps on his feet) 
eve) noT- P T ) ' ‘ (threa,ens 10 P° k * him in the 
(Ima’cL hi / n ° Se ( P !,!1 his nose ) »• Hip, hip 

ps) ' hurray (grabs bis Jd 

himself. More” oftra™"™ ^ P e f formin g the gestures on 

group submits to tb« ^ 1S divided into two parts, and one 

« most effective whereon, ^ the 0ther; 111611 tbe T reverse - lt 
listener will usual | ho , d 5tarts in ° n another. The 

surprised to do anythin^ else h,u Vh n0t ODly because be t0 ° 
the story comes out ^ ’ but a so h e cause he wants to see how 

Section III: Fake siunfs 

During a b " /SGUM£NT 

giving a speech a ° n s r °™ e °iher occasion when someone is 
to something th e sncaknr C h° f ,b p audiencc rises and takes exception 
into the armrmcr/ and ^ Sa ‘ d ' By P rea n-angement, others enter 
5 U and S00n ""suspecting ones join in. The joke 
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the judges. It is permissible for one contestant to try to make 
another laugh. 


19. SINGING CONTEST 

Two contestants sing for thirty seconds, each singing anything he 
chooses. (If preferred, songs may be assigned.) The audience 
selects the better singer on the basis of continuity and vigor, not 
musicianship. 


20. BUZZING CONTEST 

This is a contest of endurance in making a buzzing sound. Except 
that the contestants buzz, it is identical with Whistling for En- 
durance. 


21. SOLEMNITY CONTEST 

Two contestants stand back to back, and at a signal turn to face 
each other. They compete to see which can stand longer without 
laughing. Each man may make any desired motion in an attempt 
to make the other laugh, but neither must touch the other or make 
any sound. 



42 


Skits, Gags, and Group Stunts 

larger numbers. Activities of this sort should never be continued for 
more than thirty seconds, and often shorter periods are better. 


M. TALKING CONTEST 

Two men are assigned topics-the same topic, two unrelated 
topics, or the positive and negative sides of a question. A signal is 
“i “ d tbe t ' vo men face “ch other and begin talking Each 
" fa - and continuousI y; Hesitation, even for a second? counts 
^ ach must ^ t0 make himself Heard b y *<= 
sewl SeCOnds the y are st °PP ed . a ° d *e audience 

“a fkc basis of continuity, eloquence, and 
stunt als ° works well with three or fou/contestants. 
it s 1 may be absoIute, y prohibited. In this case, 

a pro b r 0 ^^^ and ,o de “ ** — * 


15. LAUGHING CONTEST 

strenuous^as possible fm^^tv^ Iau ® h as fast and as 

better laugher. seconds - The audience selects the 


This is . ros/NG 

more contestants shnT , ^!, aC 5 ln ^’ in ^suuhng poses. Two or 

- described and Ctllf ^ ^ t0 1116 audie - e * The pose 

pose immediately Somp 11111 °, ^ ace au dience and assume the 
a mouse; a boy about to tids^castor oT^ ^ “ gM Seei ” g 

a sermon; a basebaU player protestirlg a'dSm 63 ™ 8 

^ ^ ,7 ‘ WHISTLING CONTEST 

jhat the contestants whistler C ? ntest or Laughing Contest except 

h ° « « «<* ^nltS^wt^ " * b " 

This is a ,8 ' WH ' STUN0 f0 * enbueance 
brcaUu At a s"gnTthfw„° U ° whisllin S without taking a 
They may whistle tunes or a <■ T"^ contcslank begin to whistle, 
must not take a breath I “ g t"°, tC “■““nously. A contestant 
' and ' m must always be audible to 
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2. THREADNEEDLE SNARE 

The victim is required to thread a needle with one eye closed. 
This is a good stunt and surprisingly difficult when done with a 
small-eyed needle. In this snare, however, the victim is given a 
needle with a large eye so that there is really no difficulty in thread- 
ing it He is cautioned sternly that he must keep one eye closed; 
to make sure that he does so, another player holds one hand firmly 
over the closed eye. In doing this, he smears lampblack over the 
victim’s eye. 


3. THE BUCK SAUCER 

This snare is most often used in connection with an initiation into 
an actual or a fake organization. The victim and the initiator stand 
face to face and close together. The victim must look the other 
person squarely in the eyes and not allow his gaze to wander. Then 
he must make a series of motions in exact imitation of the initiator. 
Each of the two holds a saucer in one hand, the saucer holding some 
object to which some significance has been ascribed. With much 
hocus pocus and with great solemnity, the initiator touches the 
token in the saucer, touches the saucer in various places, waves his 
hands in the air, and repeatedly touches his own face, stroking his 
fingers across his forehead, down his cheeks, and so on. The victim 
follows every move, but in his case the results are different because 
the bottom of his saucer has been covered with lampblack. It is not 
difficult to deceive a victim with this trick. If he keeps his gaze 
firmly fixed on the eyes of the other man as required, he is not at all 
likely to discover the lampblack. 

4. PHOTOGRAPH 

The victim sits for his photograph. The leader, equipped with 
the necessary genuine equipment, prepares the subject. In doing so, 
he keeps up a continuous chatter and takes rather unusual pains to 
pose the victim, turning his head this way and that, elevating his 
chin and then lowering it again, and so on. All the time the photog- 
rapher is doing this he is smearing lampblack over the face of the 
victim. 



Chapter 4 

SNARES 


r. SNAnK T . S A TRAP > 111 WHICH AN UNSUSPECTING VICTIM IS CAUGHT. 

an j ° C0ur ^ e > requires a victim who is ignorant of the hoax 

of nnv" e e r Ug t0 i ^ * 0r it- ^ a ^ so requires the cooperation 
here inrl ^ a ^ Cr ^ w ^° ma y know the hoax. The snares described 
or inconverV S ° m ° victim suffers physical punishment 

le^ in ^ * *** -barrassed or 

Section I: Physical punishment or discomfort 
Gnoue A: V.cnsr Has His Face Blackened 
'• i’ihchy winchy 

etZtenhe the T ? 0Sen VicHm ' sit “ a circle, the leader 
leader and listen to h T ?® P ' ayers are instni eted to watch the 
Then the leade r ,* 0 r „ h ™o“ d t0d ° “* ** ^ what ha d °“- 
on the cheek and says “Pinch/wr ' ’ '1! ’l,* 1 '* 1 ’ pinches him ll 'S hlI y 
player then pinches the one l 1 '^? C ?‘ y ' ^ mstructed, each other 
The leader then Dinrhpc 1 ,- *■ anc * sa y s » “Pinchy Winchy.” 

forehead, and so on V1C,imS ° ther cheek - *on his chin, his 

each of the others follow, S ^ y * n fl Pinchy Winchy.” Every time 
of pinching the victim tlT . Wi,h ,he P ,a y er at the left- Instead 
with tlie hand, or mal-p m ma ^ P at stroke his cheek 

words if he desires savin a 3r motion - Also, he may vary the 

Kootchic," or -Ske’eeec Wo“ h - ‘i? s as “ Chuck 7 Lucky,” “Kootchie 
looks into it, an( j ® tlle !ea der takes a mirror, 

wise, discovers that his ^ InC J ly ‘ The victim , on doing like- 
strcab ° f ,ampu ^ «hich and 
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in a close circle and pass a swatter or paddle about among them- 
selves. One of the players takes a swat at either of those under the 
blanket and then quickly hands the swatter to another player or 
throws it to the floor. The one who has been hit throws the blanket 
off and comes to a sitting position. He looks about and tries to guess 
which one of the players has hit him. If his guess is incorrect, he 
resumes his position under the blanket, but if it is correct tbe one 
who has swatted him must take his place. After the game has con- 
tinued for awhile, the wise ones see to it that a preselected victim 
is correctly guessed as the swatter, and takes his place under the 
blanket. Now the game changes. From this point on all the swatting, 
or most of it, is done by the one lying under the blanket with the 
victim. If the victim is properly fooled, he will always guess that 
one of the bystanders has hit him; he will, of course, always be 
wrong. The other man under the blanket should get his normal share 
of swats to help deceive the victim. If the victim does not catch on 
in a short time, the game must not be allowed to go on too long. 
The hoax should be made more and more obvious, so that he can- 
not help but get the point. 

Group C: Victim is Wetted 

8. DRYING THE FLOOR 

This snare requires a floor that will not be damaged by water. 
A small amount of water is poured on tbe floor to form a pool. The 
victim is induced to sit on the floor with his legs spread wide apart, 
the pool of water between his feet. He is armed with a swatter. 
Another player approaches with a large towel in his hand and claims 
that he will be able to wipe up the water with the towel before the 
victim can hit him with the swatter. Suddenly he grasps the ankles 
of the victim and slides him forward through the pool of water. 

9. FUNNEL TRICK 

A boy is selected as victim, and an ordinary kitchen funnel is 
placed, right side up, inside the front of his trousers; that is, the 
stem of the funnel is inside the trousers and the mouth of the funnel 
is outside, above his belt. Then he is told to hold his head well back 
and balance a penny on his forehead. He is to try to drop the penny 
from his forehead into the funnel. But, while he is still balancing 
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Group B: Victim is Paddled 

5. LIFTING SEVEN MEN 

One of the players boasts that he can lift seven men. This leads 
to considerable discussion, especially among those who know the 
snare, and finally the boaster is asked to prove that he can do as he 
says. He lies supine on the floor and then calls for the seven men 
who are to be lifted. The first six of these men have been care- 
fully instructed as to their positions. Each of them sits on the floor 
with both legs extended across the body of the lifter, three of them 
on one side of him and three on the other side. Then the lifter calls 
or a seventh man —the victim— “to hold the legs down.” This man 
is instructed, and vigorously assisted, to lie face down on top of the 
egs o the other six, his body being directly above and parallel to 
at o t e lifter. When the victim is in position, or perhaps as he is 
ge mg into position, the other six hold him down with their hands 


6. WEIGHT GUESSING 

t0 gU6SS the wei g hts of <>*ers and perhaps to 
” ^ “f he ml5ses b y much as three pounds. He first takes 

Wek lZ er Wl r r! Sht be abead y te ows, who knows the 

a pood vf WG1 ^ ?, G S other's arms and legs, stands back for 
Jnis " es hei S ht ’ ‘he like. Finally, he 

shoulders anrnf ?^ 10 J * 16 pla y er > P u *h the player’s arms over his 
which of’coiirs h m * r0In *h e h°° r - He then announces a weight 
does tile sam tV ms .°“ l to be almost exactly correct. The weigher 
fto chosi^ *'" g ™ ,h foother player or two, and then take? on 
victim is lifted fr ?n lme the P r °cedure is the same until the 
from the floor; then all the other players paddle him. 

7 - WHO HIT ME ? 

guessing game^Two *** for awilile » as an authentic 

down, and arp'm j° U ?t eers ** e s ‘^ e hy side on the floor, face 
their eyes closed s^thatA 1 3 blanket 0r sheet * The y are to kee P 
players. The hltnW • cannot see each other or the other 

atmosphere and uM not nece ssary, but it helps create 

p and adds 10 ‘ hc f“"- All the other players gather around 
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Section II: Awkward position or embarrassment 
Grow A: Victim is in Fake Danger 

73. AIRPLANE RIDE 

A plank or heavy board at least five feet long is required for this 
snare. The plank is laid on the floor, or better, on blocks or similar 
supports just two or three inches high. A victim is blindfolded and 
persuaded to stand on the plank. Two other players stand upright 
beside him, and the victim places his hands on their shoulders. 
Several of the other players are told to take hold of the board and 
lift it as high as they can. They do, in fact, lift the board but hold 
it stationary a few inches above the floor, and the two players whose 
shoulders the victim is grasping gradually stoop as low as possible. 
It is not difficult to persuade the rider that he is indeed standing on 
a high place. Then the victim is asked to jump from the board to 
the floor; if he has been properly fooled, he will be veiy reluctant 
to do so. 


74. WALKING THE PLANK 

A board is placed on the floor, with an obstacle of some sort on 
the floor just beyond the end of the board. The victim, after being 
allowed to view the situation, is blindfolded and instructed to walk 
the length of the board and jump over the obstacle. In fact, the 
obstacle is removed, and the victim jumps over a nonexistent object. 
A double-cross can be added to this snare by Jetting one of the 
watchers, who believes that he understands the situation, try to walk 
the plank, this time leaving the obstacle in place. 

A pan of water is sometimes used as the obstacle, but only when 
the floor will not be injured by the water; even then it is not 
advisable for it can involve considerable danger. A canvas or plastic 
basin of water would be satisfactory in some situations, but in 
general it is best to use an empty cardboard box. 

75. FAKE OBSTACLE RACE 

Objects of various kinds, none more than a foot high, are placed 
in a straight line on the floor, at intervals of about two feet. Such 
objects as a pile of books, a woman’s old hat, a dishpan, or a foot- 
ball might be used. The victim is placed at one end of the row and 
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the penny on his forehead, someone produces a pitcher of water 
and pours it into the funnel. 


Group D: Victim Suffers Other Punishment 

70. KNIGHT OF THE BLANKET 

This snare, like a number of others, calls for a considerable 
amount of hocus-pocus and an atmosphere of fake solemnity. It is 
common y used as part of an initiation of some sort. Two chairs are 
placed about two feet apart, and a blanket is draped over them in 
sue a way that it appears a third chair sits between them. Two 
members of the group sit on the two chairs. After whatever pre- 
T ® eem a PP ro pnate, the victim is led toward the chairs and 
answer,’ rn , ar ° Unt ' and S ' t ‘ n the middle chair, preparatory to 
arc sitt’ ^ ^ am *l u “ tions ' As the victim sits down, the two who 
ere srttmg me, and the victim tumbles to the floor. 

>1. I SAW A GHOST 

one'rai^- W? ‘ n * ! ine very cIose ‘ogethor, with the leader at 
of a ghost tint h CXp ains t ^ lat is about to tell of the actions 
he does He bem’ 6 “r Seen ’ and t * lat 45,6 ot * lers are to imitate what 

All *e others S w rb^ E ^ Went Ife ** °~ ’ 

leader says “He went versions °f "Oo-oo-oo.” Then the 

shoulders, or makes somr mh’ aild . flut,ers his hands, or shakes his 
he shows how thp <rh G j motlon ‘ -After several such motions, 

fonvard and raised both a g °^ ^° Wn one knee, placed one foot 
w ent like this ” and nn<1« , 0rwan ** Fina lly, the leader says, “He 
sideward. If this is donp ^ 1 T nGXt P^ a y er so that he falls over 
oext to him, and the ^ r aC ^ man vvi ^ overbalance the one 

cards. e row °f P e °ple will fall over like playing 


Durin f U K,SZ 7HE MYST,C ®OOK 
He is to^th^tfh^S 1 *1 ViCtim . b shown “the mystic book.” 
receive a vision the rift IT e m ystic book three times, he will 
blindfolded and allowed tn 0r * omefhin g of the sort. He is 
time. As he prepares to ki« *». V once anc * then a second 

is placed on the book and ti, .^ 00 ^ a time, a saucer of flour 
oook, and the victim gets a mouthful. 
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must be relieved before he decides that the only way out is to let 
the bowl drop. 


18. TUMBLER TUMBLING 

Someone offers to illustrate that it is difficult for a person to give 
attention to two things at the same time. A victim is selected and 
told to extend both hands forward, palms down. A tumbler of water 
is placed on each of them, and then he is instructed to recite, with- 
out error, “Mary had a little lamb,” or some equally familiar rhyme. 
The victim will demonstrate that he is able to do the two things at 
once and to do both quite well, but soon it will dawn on him that 
he is not able to get rid of the tumblers. 

19. HOLD THE EGG 

The leader challenges anyone to hold an egg between his first 
and second fingers for fifteen seconds without dropping it. When a 
victim accepts the challenge, he is instructed to extend two fingers 
through the space at the hinge of an open door, and the egg is then 
placed between the two extended figures. The leader counts off the 
fifteen seconds and then all walk off and leave the victim. For 
obvious reasons, it is best to use a hard-boiled egg. 

20. THE TEN4CI0US DIME 

The leader wets a dime and presses it firmly against the forehead 
of any player; he then directs this player to shake the dime off. The 
dime will stick with surprising tenacity, but the player will he able 
to shake it off with little difficulty, after several shakes. A few other 
players do the same thing, but when the victim s turn comes, the 
leader presses the dime firmly against his forehead and then removes 
it. If this is done with even moderate skill, the victim will have no 
idea that the dime is not still on his head. When he tries to shake the 
dime off, he does so in vain, and will require some time to see what 
is going on. 

This snare is sometimes used for fortune-telling. The player is 
told that the number of shakes required to dislodge the dime will 
answer certain questions. For some questions, such as the number 
of years before he will be married, the number of shakes can con- 
stitute a direct answer; for others, a code can be used, such as an 
even number for Yes and an odd number for No. The final question 
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told to walk over the course with his eyes open, stepping over each 
rtide. Then he is blindfolded and told to do it again. This time all 
obstacles have been quietly removed so that the hurdler steps 
LThe y f iCCts ' Like Walkin g *e Hank, this snare 

been^vTi™ 4 dou , ble - cross - Afte r the blindfolded victim has 

nlave 's r 11 6 C 'J UISe ’ and be ^ ore he “ let in on the secret, another 
haw 1 3 ° Wed He assumes . of course, that all obstacles 

balkin ^cr 0 ^' ** ^ 3 f6W ° f ba ™ «■“» P»« 


io. WATER TRICK 

partly fills a 'bucket ^ person on a group. The performer 

partly fiM wfih l7 e 'r “t^ H °i T' be pla - a dipper 
bucket must n f m i 6 bucket on top of the confetti. The 

the group know whaTis in fctT* 1 3nd handled without Iettin g 
water. If confetti is used the J-* 7 316 *? assume tha t it contains 
otherwise confetti will adhe T? be dry °” the ou,side > for 

nude his arrangements the .JV* 3nd g ’ Ve tbe secret awa y- Havin g 
the bucket on a table . P f ormer stands before the group with 

pocus, decides * h e “1™* 3 “ *“%"»*<* Lous- 
to 1* mouth and takes a drink H f Water - Hc ,ifts the dippar 
the water is not fit to drink w dec ‘ de ?’ and loudly declares, that 
water that he dashes to the <?„ “ S ° an S ered b y the poor 

dipper; then he lifts th<» h i °j water that remains in the 
•ho faces of his audta,ce. UCk 33d thr ° WS itS CODtents out and into 

G ” 0UP B: VlCm ‘ Awkwabd Situation 

a player art! H0U> ,T 4 MOMEW r 

and then boasts dial he beav y _ tumbler or small bowl with water 
support Standing on a “ Stick *° &e ooiling without any 

b °wl against the ceUton S". * st ool, he places the upright 
an ofihand manner, hcleckons ^ * 111616 Wilh a yardstick. Then in 
•o him, "Here, hold it a it ° °. n f of 1116 °>hor players and says 
When the victim has taCn ^ " V'^t 1 g6t dm ™ l '°™ ««■ stool.” 
the stool, carries the stool awav ?“ perfonn or gets down from 
for himself how to get out of d Ieaves the victim to figure out 
8 ° f &a awkward situation. Of course, he 
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24. CHINESE PRAYER 

The victims are instructed to kneel on both knees, bend forward, 
and place their foreheads on the floor. While they retain this posi- 
tion, the following words are called out by the leader, one line at a 
time, and are to be repeated by the kneeling players in the same 
way; 

I know my heart, 

I know my mind, 

I know that I’m 
Stuck up behind. 

25. CONSTANTINOPLE 

The victim is directed to spell Constantinople, spelling and pro- 
nouncing one syllable at a time. He begins, “C-o-n, con; s-t-a-n, stan; 
t-i, ti.” At this point, all the other players break in, shouting “Nol” 
The victim believes he has made an error and begins again, but each 
time he says "ti ” the others shout “No.” Finally, he realizes that 
they are merely announcing the next syllable. 

26. BARNYARD MUSIC — SNARE FORM 

This is the snare form of the group stunt described on page 38. 
Each player is secretly assigned a barnyard animal to imitate. A 
variety of animals should be assigned, but they need not all be 
different. One of the players, or more if preferred, is assigned the 
donkey. It is explained that a signal will be given and that all, in 
unison, are to imitate their animals as loudly as possible. When the 
signal is given, all except the victim remain silent, allowing the one 
player to make a donkey of himself. 

27. GUREZ 

A player is asked to pronounce J-u-a-r-e-z. This is, of course, the 
name of a Mexican (also Argentinian) city and is pronounced 
"hwa'ras Presumably the player will answer correctly. Then he is 
asked to pronounce G-u-r-e-z. As he tries various answers, such as 
"Guray,” the leader continues to repeat "G-u-r-e-z.” Finally, the 
player realizes that the other is actually saying, “Gee, you are easy.” 
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must be one that can be answered by a number, for example, “How 
many children will you have?” Because tire dime has been removed, 
the answer will be a large number. 

21. SHAKE A LEO 

the 1 ^ ln a circ le. Before the victim is present, one of 

r’Zf ' 3oubl “ one leg up under her and replaces it with a 
seat at th C ] Tf’’ Tii. & S ^° e ° n ^ oot - The ^tim is assigned the 
fa dte chel d the woman with the fake leg. The leader, sitting 
to make al 5"? ‘ ha * 0theis do as he d °cs, and then begin! 

LsTifhtshh n He pats the back of the person™ 

fas right, shakes hands with the one at hi, l„fi „_j a] , 


fas rtoht sh S r u ?' 0Vements - H c P a * the back of the person c 
4e motio^ „ n ndS Wilh * e 0ne at hi 5 end so on, making a 
aukle of thelo V,g ° r0US ' he st °°P s t0 h!s right, grasps the 

“planned the v a t- S m ,? and shakes * violently If all goes 

planned, the victim wdl grasp the fake leg and shake it off. 

Ceotn. C: Victim i, Embabrassed bv Wonns on Soirnns 

22 ‘ ROYAL ORDER of SIAM 

time (but noTmore)!™? Th ° f f ° Ur victims at 1116 same 

Royal Order of Siam victun s, as part of the initiation into the 
Siamese words Fnllni.r?* 6 to ^ ea ni and repeat certain 

extend bothTj tTJd. Th°“T h “ d to ‘ ™ a " d 

palms flat on the floor in f™ ^ ^ kf nc * * orwar d and place both 

words "O wha.” Then th ” ’■ re P eatin S as they do so the Siamese 
'vith arms overhead saving t0 0n gmal kneeling position 

ward a second time 3g th ^ \ “ Tah nah ” The/ bow for- 

go through these ml- ° Wort ^ Siam. Following the leader, 
aeasing speed, and conttoueTntfTr'l! time j. With gradualI >' to ‘ 
been saying, “Oh, what an ass I am ” 3 °^ ° n6 ^ iscovers that ^ as 

The victim • WM4T ' DOING ? 

doing?" thirteen timcTm'ttfn * 1 °, T?* 1 * 1 1116 Bo 05 *'™ "What am I 
Hat hc will have difficultv T “ breath - He is Ied to believe 

without a breath, but in^f, 1 7*j nS 0,0 1 uestion s0 many times 
finished the leader amwL hi Ends * rath " When he lias 
of yourself- h “ ffuestion by saying, “Making a fool 
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is to repeat each statement but substitute key for loch The dialog 


then goes like this: 

First child 
I am a gold lock. 

I am a brass lock. 

I am a tin lock. 

After as many such exchanges 
ends thus: 


Second child 
I am a gold key. 

I am a brass key. 

I am a tin key. 

the first child desires, the dialog 


I am a monk lock. I am a monk key (monkey). 


31. JUST LIKE ME 


One child announces that he will make a series of statements and 
that a second child is to respond to each one with “Just like me." 
The dialog then goes: 

First child Second child 


I went up a pair of stairs. 

I went up two pairs of stairs. 
I went into a room. 

I looked out a window. 

And there I saw a monkey. 


Just like me. 
Just like me. 
Just like me. 
Just like me. 
Just like me. 


32. QLO DEAD HORSE 

la this inelegant little game, two children are to alternate in 
repeating a statement that is the same each time except that a 
number, which is included in the statement, is increased by one at 
each repetition. The first child says, “I saw an old dead horse; I one 
it.” The second child replies, “I two it.” The first child says, “I three 
it”; the second replies "I four it.” This continues until the second 
child is called upon to say “I eight it.” 

33. BOOTS WITHOUT SHOES 

The victim is told to say "boots without shoes.” The leader repeats 
this instruction several times, varying the emphasis and the tone of 
his voice to mislead the victim. If the snare is successful, the victim 
will continue to say "boots without shoes,” until he catches on that 
he is to say simply “boots,” without saying “shoes.” The same trick 
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28. FAKE TELEPATHY 

A vietim is selected to try his powers of telepathy. While he is out 
of the room, the others select some object for him to identify. When 
e returns to the room, the others are instructed to concentrate on 
the chosen object in an attempt to reveal its identity to the victim 
through telepathy. The victim tries hard to read the minds of the 
° -tt!- ^ U6sses an ob J* ect - His guess is incorrect, and he tries 

again. This time no matter what object he names he is told that he 
as guessed correctly. He tries again and again, and never fails to 
name le o ject on the second try. Of course, the other players never 
y se ect an object at all, and the victim never actually makes a 
ect guess. However, he is heartily congratulated on his extra- 

thatTe^ha S °be e e r ndupia. IikeIy f ° ^ S ° me di ® Culty “ 


29. FAKE TEMPLE-READING 

greater than^'^'raf r i° 0m w ^ e tlle otbers select any number not 
temples of thl en 'l he Gader returnS and P laces his on the 

selected numh, ^ ” othw ’ in a " ^ort to learn the 

bit it fc e xn Tv P ayCrS 316 ,0 ^ mt <° rerea! the number, 

c s sttt l e s r;: f :, hem wm r babiy d ° » * ** ° f 

leader, actually i e Payers, who is a confederate of the 

•he appropriate numj 8 n “ mber by contracting his biting muscles 
bites to determine 1 "!!. 61 ^ ° K {” eS ' Th . 8 leader c0 “nts the number of 
standard mindreadin!r e ra ^mber. This part is the same as in the 
When i j S ame (see page 31). 
happened u ffltt” 1116 T* 561 ’ he P roceeds ** if nothing had 
temples, h 0 ° VicHm - Af ><* feeling the victim’s 

claiming to have Ieamed S it fro ^th"^ — ” ann0unces the number, 

This sna 30 * A GOLD t0CK 

simple and so obvious tU ^ 1° U ? W are simiIar - They are veiy 
so voluntarily; but thev ° nG W ^° into the trap is likely to do 
among cliildren Onr* JhnA* 0 VCI ^ °* d ant * traditionally popular 
statements, each includi a " nounces that he will make a series of 
inciudmg the word lock, and ft at a second child 
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33. REBUS SNARE 

The victim is asked to read the following rebus: 


John Wood 
Ton Sam 


7 + 6 = 13 


Limburger cheese 


This is, for the most part, a standard rebus (see Chapter 18) that 
can be read easily by anyone who knows anything at all about 
rebuses. Probably the victim can read "John Overton” and “Sam 
Underwood” and “sum”; if not, he should be assisted with these 
items. But he will probably not be able to make a complete 
sentence. He learns that the rebus is to be read, “John Overton sent 
Sam Underwood some Limburger cheese.” He is sure to ask, “But 
where do you get the sent F* He is then told “from the Limburger 
cheese” 


39. FOUR QUESTIONS WRONG 

A proposes to ask four questions of B and predicts that B will be 
unable to answer all four incorrectly. A then asks three questions 
and presumably receives appropriately incorrect answers. A pauses 
for reflection and asks, "Let’s see, that’s three questions, isn’t ft?" If 
B answers “Yes,” as he is likely to do, then As prediction proves 
correct. 
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coidd be worked with taxation without representation,” "peaches 
without cream,” or any similar phrase. 

34. WHOM you LOVE BEST 

This snare is best with some build-up, as in a mock initiation. In 
any case, e victim should be asked several harmless questions, to 
vhich he can readily give proper answers. Finally, he is told, "Say 
om you love best.” At this point, it is hoped that he will name 
u °j ° * r 63St is expected to name one and 

tiW >^ rraSS i .* ^f ter *!* s C0n ^ usi °n has continued for a suitable 

words "whom you love b”t*” ^ ^ SimpIy ‘° repeat 

35. JAW ACHES 

*° P ronounce “R w-a, c-h-e-s.” He is likely 
of course, is “jaw Mbes.- 0 " 16 ' 11 ' 112 ° f ** S ° rt ’ but 1116 correct rep ' y ’ 

. 34 - MONOUNCE MAC 

Mac, for ejcamrdp ,<< Iir to P ronounce several words that begin with 
Finally, he is asked ton ° Uga1 ’ th » D MacLeod ' then MacHenry. 
likely to say "MacHin. p ™ nounoe M -n-c, h-i-n-e-r-y.” He is very 
proper name but he wm ” somethin g of the sort, thinking it a 
“ that of the' common wordZ'hi^ 1 ^ Pr ° Per P ronuncialion 

37. PRONOUNCE TO 

toe victim is asked to „„ 

"t-w-o." He will of coi F ron ounce t-o,” then “t-o-o,” and then 
the questioner must luif’ ®' Ve ^ con:ec t reply in each case, but 
inquire, for example, whetheTth f ° r re P etiHons ' and 

three words in precisely ti, t c wetim intends to pronounce all 
to pronounce “the scca I l’ Same wa y. Finally, the victim is asked 
n ounce Tuesday “ onlv t u ° f , ,he ' veek " He will probably pro- 
week is Monday.’ V e ‘’““rmed that the second day of the 
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With another method, players are eliminated for failure, but only 
a predetermined number of rounds are played, the winning team 
being the one with the larger number of survivors when the rounds 
are completed. Probably the best method of all is to have no elimi- 
nation but to keep all players in the game and simply compare die 
numbers of words missed. In this case, of course, die number of 
words or rounds must be decided in advance. 

The words for a Spelling Bee must be selected with considerable 
care. It is customary and proper to begin with relatively easy words 
and to go on to more difficult ones, but the advance must not be 
tediously slow. Before the game has been played too long, rather 
difficult words— but familiar ones, not rare or highly technical,— 
should be used. Words such as embarrass , inoculate , innuendo , and 
repellent will keep most spelling bees from lasting too long, and it 
is only in a most unusual situation that words like edulcorate and 
opisthognathous can be justified. 

2. SPELLDOWN 

Spelldown is the same as Spelling Bee except that it is played 
without teams. All players stand in a single line and spell in order 
from the right end of the line to the left an indefinite number of 
times. There are two common forms of the game. In one form, a 
player who fails is eliminated from the game, which continues until 
only the winner remains. In the other form, a player who fails moves 
to the foot of the line and spells again when his turn comes in his 
new position. This form is continued as long as desired, each player, 
of course, trying to reach the head of the line and remain there. 

3. RIGHT-OR- WRONG SPELLING BEE 

As in Spelling Bee, two teams face each other, and players spell 
in the same order as in that game. When a player has spelled a word, 
the opponent whose turn comes next must immediately call either 
"Right" or “Wrong." The leader then gives the correct spelling if 
necessary, and if die player who has just called is in error he scores 
a miss exactly as if he had misspelled a word. Thus either of the two 
players can miss on a single word, or both can miss, and no word is 
ever spelled by more than one player. The one who has called 
"Right” or "Wrong” is given the next word to spell. 
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ORAL WORD GAMES 


eamraarp V (! nD < T^f^ AB f PLA,ra) WITH PAPEB AND PENCIL; such 

which in ? apter a This cha P ter indudes on ’y 'hose 

playedtl™ f„? re Sp ° k “' a,thou S h «f them can also be 
two classes thnf ®. ame ?'.^ le g am es in this chapter are divided into 

wori t eaM oir h ^ 316 speUed ’ a ° d * "hich 

Section It Oral spelling games 

I. SPEUING BEE 

stands, or sits in a lin^f ^ tW ° e< P ,id teams, and each team 
proper turn, each memh 1 e ot ^ er - To ensure that he takes his 
00 the opposing team. direCtIy ° PP ° si,e ° ne 

a neutral leader calh , of wor( * s prepared in advance, 

the person at the desitmn r° s P e ^ e ^- The first speller is 

is the member of team R team A ’ an( * secon£ J speller 

number two of team A tb ^ opposite him. The third speller is 
0n » order zipzarmntr / 0urt ” is num ber two of team B, and so 
Phyer of team B has had h 0 ^ 0 " 6 e ” d t0 ^ other - When Iast 
ou |f interruption. ^ rn> same order is repeated with- 

new word; if he spells 1'!^ corTe ctly, the next player is given a 
WO !f Tht » word is repeated * e next P la y er tries the same 

A 'ter a player m “ mid someone spells it correctly. 
Procedures Uu, may be °? 3 ™ rd ' are several 

ins failed, requiring him to 1™ 9 ne “ to eliminate the one who 
sidelines as a spectator ivk*™!,?® g3me entireI y and sil on the 
enntmued until one team hll. *“ n ’ ethod “ us ed, the game is 
3t " ^ becn completely eliminated. 

S3 
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ghost, and the third time a whole ghost A whole ghost suffers 
whatever penalty may be provided. 

Often, either from ignorance of correct spelling or by plan, a 
player will add a letter without having a legitimate word in mind. 
Whenever one is suspected of doing this, any other player may 
challenge him; whichever player loses the challenge has a third of 
a ghost added to his score. 

Another important feature of the game is this: A player who has 
not yet missed, and hence is no fraction of a ghost, is not permitted 
to speak to any one who is a fractional ghost; if he does so he 
becomes a third of a ghost himself. This means, of course, that the 
fractional ghosts will do their best to elicit remarks from the other 
players. 

Even in an informal game, there should be a clear understanding 
as to what kinds of words will be accepted, and it is very wise to 
have a dictionary handy. It is probably best to prohibit all 
capitalized words, and all words of two or three letters should be 
disregarded. 


7. FORE-AND-4FT GHOST 

This game is the same as Ghost with the very important exception 
that a new letter may be added either to the beginning or to the 
end of the letters already called. 

Section 11: Word-calling games 

8. INITIAL CALL 

All players but one sit in a circle, the odd one standing in the 
center. A category— flowers, cities, famous people, or anything at all 
—is announced or agreed upon. The odd man calls out any letter of 
the alphabet, and the first circle player must respond promptly 
with a word in the category that begins with the letter called. As 
long as the responses arc acceptable, the center man calls letters one 
after another, and the circle players call the words in regular order. 
When a response is incorrect or too slow, the one at fault trades 
places with the odd man. The category may be changed as often as 
desired. The term promptly can hardly be defined, but a group will 
have little difficulty in deciding doubtful cases. 

This game, and others like it, can be played with cards about sir 
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4. BACKWARD SPELLDOWN 

All players sit -in a circle. The leader calls words and the players 
3 , G i ms to spell them backward. Players may be elimi- 

nated f ° r faUure, but it is better to keep them all in the game and 
ep track of the score. Words for this game should be easy ones; it 

dip D0 - t S ° muc ^ a * es * s P e lling ability as of the ability to call 
the letters in an unusual order 


5. SPELLING B4SEIMLL 

ord^” ThiTi” j* 1 ® °n tw0 teams - each with a definite "batting 
if he sueeepit^l RC ** ^ 3 word ’ and the first batter tries to spell it; 
is out The le ^ g .r es ‘° an ima S inai y first base, but if he fails he 
same team a & t . en P‘ tcbes a ™rd to the next batter on the 

th~ 7 n TtT U \ m three men have been P ut «*• Th™ 

advance is to li T C °T tf * Q bat ' 71,6 0, dy wa y f° r a base-runner to 
singles four co *11“* ^ n succeedin g batter and, since all hits are 
viously th“ “T ^ » W ° rdS are reqU, ' red f0r a ° b - 
three men out within" reasonable tot ^ *° P “‘ 


ghost 

thinking of any vvordc (” 3 tit ° ne ° f ,bcra starts *he game by 
first letter of that word. Thf than . three Ielters and calling out the 
least four letters hetn’n '■ P a f' er must think of a word of at 

out his second letter Ei'rh * be bnt P' a y er ’s letter, and he calls 

begins with the lettnrc 1 ^ / er ln turn must think of a word that 
ditional letter but— and h* ^ ca ^ et *’ anc * he must call one ad- 
-he must never cnmnl *^ 6 ^ 6 111051 im P or tant rule of the game 

might think of appJc a nd e c a ^ 'y." d ' For e * am P>e. the first player 
°* ogricul/urc; in thic me u ' ,, u PP ose the second player thinks 
the word ng^Ctd ^.s "a“ Th" 8 ’” 71,6 ° f 

Qgain and call “i.” T},„ __ , ’ ", e next player might think of 

of any words except anain^ i° ° !° WS ma y he unable to think 
niust add n and thus comni a & ainst ‘ ^or either of these words he 
The game takes its ° F f “ word - 
a player is forced to enm l tbe me fb°d used in scoring. When 
™ • • COmpIe,e » r**. he becomes “a thTrd of a 

HLSU - CENTRAL LIBRARY ™ time » he becomes two-thirds of a 

imrainriiiirm ... 
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any three-letter word, counts to twelve, and calls “Snip.” For 
example, he says, “Cat, C-A-T, 1-2-3-4-5-6-7-8-9-10-11-12, Snip” 
Before the center man can finish, the one pointed to must call out 
three words that begin with the three letters of the word called. 
Thus, in the example given, he might call “Coffin, Atlanta, take.” 
Any word at all is acceptable, provided that it begins with the 
proper letter and is named in its proper order. When a circle man 
fails, he trades places with the center man. 

73 . TRAVELER 

One man stands in the center of a circle formed by the other 
players. The center man points to any circle man and says that he 
is going to a certain place, for example, “I am going to Pittsburgh.” 
The one pointed to must, within five seconds, call out three nouns 
all beginning with the initial letter of the place mentioned. Thus, in 
the example given, he might say, “pear, pie, pandemonium.” When 
a circle man fails, he trades places with the center man. 

14. THE MINISTER'S CAT 

All players sit in a circle. One of them begins the game by saying, 
“The minister’s cat is an cat,” inserting any adjective begin- 

ning with c, such as avaricious. The next player repeats the state- 
ment exactly, except that he uses a different adjective beginning 
with a. Each player in turn must repeat the statement with a new 
adjective, all adjectives beginning with a, no repetition being per- 
mitted. This continues until some player is unable to name an 
adjective tbat begins with a , or repeats one that has already been 
used. About five seconds should be allowed each player. When a *. 
player fails, he has a point scored against him and starts the next 
inning, this time with adjectives beginning with b. The player who 
fails on b begins a series with c, and so on, until it is time for a new 
game. 


75 . YOU HAVE A FACE 

Players are all seated in a circle. One player turns to the next and 
says, "You have a face.” The one addressed asks, "What kind of 

face?” and the first player answers “A face,” using any 

adjective at all. The same dialog is repeated between the second 
and third players except, of course, that a different adjective is used; 
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inches square, each one showing a single large letter of the alphabet. 
The center man shuffles the cards, picks one at random, and flashes 
it instead of calling a letter. 

9. INITIAL-CALL RACE 

One player, the leader, stands in front of the others, who sit in a 
sermcirc c. A category is announced or agreed upon, and the leader 
calls or flashes a letter. Each of the players tries to be the first to call 
a word in the category beginning with the given letter, and the first 
o c o so scores a point. This game is especially good with alphabet 

whob firetto call SC ° r<! ^ h * ^ by giving the Card t0 lhe p,ayer 


10. LAST AND HAST 

agreed “pox-rivers, cities, trees, or the like. The 
him 5 “17 WOrd at a11 in the cale g°ry- The player next to 

with the P T i Ca 3 s ? cond w °rd in the same category beginning 

The third placer names a 
until a t le ® na * ^ tter of the second word, and so on 

& 3 “ W ° rd ° r ^ 3 WOTd ' hat 

»• WOSD LIGHTNING 

begird railing words he a - ny - Playe - and CaUs a ,etter - 71,6 p,ayer 
except prone? names frlf”””. 5 with ,hat letter-any words at all 
for one minute and It, caUin g words as fast as he can 

‘ Tills process is'rene-e , num ber °f words is counted by the others, 
end scores arc compared "rh, P Ia y ers ax often as desired, 

difficult, and the »Li ‘ ,, ca!1,n g of the words is astonishingly 

smaller than mim,e is sure ,0 bc much 

informal stunt rathor it, Ll ghtning is best when considered an 
fie seriously com Dared it" f c ? m P etllive game. If the scores are to 
frequency of the let»r« * . if Ca ° er must aware of the difference in 
words and to count »>?’ ° "! Ust a ^° ta ke care to rule out duplicate 
COUnl lhe words accurately. 

AH players b t I2 * SN,P 

center man points tn fl! a C * rc ^ c ’ °dd man in the center. The 
y man in the circle, pronounces and spells 
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player repeats the statement, except that he buys something that 
begins with b; the third, something that begins with c, and so on, 
until a player misses. 

20. ALPHABETICAL ADVERBS 

The first player mentions a person (usually one of those present), 
an activity attributed to that person, and an adverb that might 
apply to the activity— the adverb beginning with the letter a. He 
might, for example, say, “Bill Jones plays golf atrociously.” Each 
player in turn repeats the same statement, except that he substitutes 
an adverb that begins with the next letter of the alphabet, so that 
Bill might play golf beautifully, then conscientiously, divinely, 
easily, and so on, until some player fails. 

21. A WAS AN APPLE PIE 

This game requires naming verbs in alphabetical order. The first 
player begins, “A was an apple pie. A ate it.” The second player 
substitutes a verb that begins with b; the third, a verb that begins 
with c, and so on. The statement, “A was an apple pie” is not 
repeated. The game might go lilce this: “A was an apple pie. A ate 
it ” *‘B baked it,” “C cut it,” “D designed it” and so on. 

22. INITIAL ANSWERS 

The player are seated in a circle, and one of them asks any 
appropriate question of the group in general. This question must be 
answered by all the other players in turn, and each player must give 
an answer that consists of two words with the same initials as his 
own first and last names. For example, if the first question were, 
“What is your hobby?” George Smith might reply, “Gathering 
snakes,” and Betty Jones might say, “Baking jellyroll.” When a player 
fails to give an acceptable answer in five seconds, he loses a point 
and asks the next question. 

If preferred, the reply can consist of three words, the words 
beginning with the player’s three initials. 

23. ALPHABET TRAVELING 

The players arc seated in a circle. The first one begins the game 
by turning to the second and saying, “Where are you going?” The 
second player replies by naming any place at all— country, city, or 
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Oiis adjective must have the same initial letter as the first one. The 
ialog is repeated until someone fails, each new player naming a 
new adjective that begins with the same letter as the first one. The 
one who fails has a point scored against him and begins a new 
senes by naming an adjective that begins with any letter. 

16. CATEGORY ALPHABET 

Players sit in a circle. One of them begins the game by naming 
any category and calling any word in the category. Each other 
player in turn calls a new word in that category beginning with the 
same etter as the first word. When a player fails to give a proper 
heJi W lm VG . seconds » be has a point scored against him and 
g s a new series by naming a new category and calling a word. 

17. I LOVE MY LOVE 

my love* with Slt C ^ rcIe ’ and one of them begins by saying, "I love 

z t: A -*°r se i — " namin s 4 -W 

savs “I We i ’ h f S adorable or angelic. The second player 

adi c, iv 'T f 7 '° Ve With a he is naming an 

to name an:7 e r ^ b ' The confinueT^Ta player fails 
He has a noint T lvc -beginning with the next letter of the alphabet. 

Another form^rth^ 1 ™ 1 ^ a . nd begins ® new series with 
words all berinn' .? an ? e rec l u,res eac h player to name three 

pwiternritr “ > •' ^ 

he lives in •» e ne 1S His name is and 

This era • J 8 ' ' L ° VE MY toV£ “™'»T/ON 
words ber»i nn j n „ e ^.T e ? S l ^ e one above, except that all players cal! 
player says, “I 1 0V e mJ l ° For example, if the first 

mi ght say, “I ) 0v „ f ,° Ve an ** because he is sweet,” the next 
^ird might sa V . M I loL °Z?. i™ 1 * an , S ' because she is saucy”; the 
and so on. * C ove %vi 'th an S because he is sensible,” 

This garae ., mu ”■ 1 W£NT TO ™t m^ket 

naming nouns insteirW? Love, except that it requires 

■night say, *1 wc , , , ad je<:hves. For example, the first player 

to tile market and bought apples.” The second 
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GAMES OF ALERTNESS AND SELF-CONTROL 


In urn GAMES OF this chap-tee, a player must m^e. OB pee™* 
from making, prescribed responses to s.gnals or situations. In some 
of the games, lie is required to avoid the normal r^aad to 
make an arbitrarily prescribed one instead. In % 

makes a normal response, but must be prep^d *“ 1 Xin 
several different ones. In still other games the problem is to refrain 
from making the normal response-tbat of laughing. 

Section I: Forbidden-word games 

1. NO. VOWEL spelling bee 

A spelling bee is conducted in the usual way, on either a team 
or antSual basis, except that some very special niesapply^ 
the method of spelling words. No player is permitted to P ron0 ™“ 

any 'vowel, but for eLh one must substitute npmscnWmom 

Instead of pronouncing the letter «, he rinses his ° h ’ 

he raises the left hand; for i, he points to one of h.s eyes for o he 
points to his mouth, and for «, he points to any 

fails if he pronounces a vowel, if he ges an mconcct rnb^tme 
for a vowel, or if he misspells a word The game may be wed by 
adding s to the forbidden letters, the substitute for it being 
audible whistle. 

2. vSCTION SPELLING 

Tliis game is very similar trn dSm’cmt The 

KS £5 
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town. Then the first player asks, "What will you do there?” and the 
second must reply in two words, both with the same initial as the 
place to which he is traveling. For example, the dialog between A 
and B rmght go like this: A: “Where are you going?” B: “To France.” 
nin at Wi ' 1 y0u . do there? ” B: " Fr y fireflies.” Then B asks C, 
ere are you going? and the process is repeated. The dialog 
con * ues around the circle until some player misses, each player 
naming a p ace with an initial not used before. Sometimes the game 
is played with three-word replies. 
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IK THE GAMES OF THIS CHAPTEB, A ^ “ 

from making, prescribed responses to j s, g na s or rfl< . nonse a nd to 

.1 «» E .™l P h. ; » •£*£££%?££ L 

make an arbitrarily prescribed one make any of 

makes a normal response, but must be prepa refrain 

several different ones. In still other games the problem >s 
from making the normal response-that of laughing. 

Section I: Forbidden-word games 

i. no-vowel spelling bee 

A spelling bee is corinetrf^ftjj^^^ 
or an individual basis, except tha permitted to pronounce 

the method of spelling words. No 'J y b a prescribed motion, 

any vowel, but for each one must subsWute J hand; fw e> 
Instead of pronouncing the lette . ^ ^ ^ of jJ cyes . for „ he 
he raises the left hand; for i, h P ^ ot her player. A player 

points to his mouth, and for «, h p incor rcct substitute 

fails if he pronounces a v0 " e ’ d j ]lc game may be varied by 

for a vowel, or if ' u substitute for it being an 

adding s to the forbidden letters, tne suo 

audible whistle. 

2. ACTION SPELUNG 

to the No-Vowel Spelling Bee, but the 
This game is very sun { them aro different. The 

prohibited letters and the substihAcs ^ ^ a is a wave of 
prohibited letters are o, r, an • hand; and for s, a whistle. 

&*£ LSS SST-Sl can be changed easily. 
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town. Then the first player asks, "What will you do there?” and the 
second must reply in two words, both with the same initial as the 
place to which he is traveling. For example, the dialog between A 
^ J!r' Sht "Where are you going?” B: "To France.” 

A^Vhat will you do there?” B: "Fry fireflies.” Then B asks C, 
ere are you going? and the process is repeated. The dialog 
continues around the circle until some player misses, each player 
naming a place with an initial not used before. Sometimes the game 
is played with three-word replies. 
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without saying anything. If a circle player makes any response at 
£ when the center man has not called the specified words or if he 
makes a slow or incorrect response, he trades places with the center 

man. 

7. PIPPETT-POP 

All the players but one stand or sit in a circle, with the odd man 
in the center The center man suddenly points to *eplayers, one 
after another, calling out in each case either PPty P P 
"Poppety-pip.” The one pointed to must respond instantly, ins 
response to die first-named call being -Tip” and to second /Pop 

A circle player who gives a slow or incorrect response must trade 

places with the center man. 

8. CROSS QUESTIONS 

The players sit in two parallel rows, facing ^h oth^One 
player walks aronnd behind the rows, occasionally mow "gj™ ° 
to the other, and addresses questions at payers : « > the f^he”OW, 
that is, the row of players who are facing im a ,j p ] ayer 

question must be clearly directed at one P a ^ cuk / P’^ 'ue S «on is 
usually being called by name^But V opposit e him, in 

cUrected must disregard it entirely, a h ^PJ^ answers when 

the other row, must answer ^he q> a ' becomes the new 

he should not, or hesitates when he should answ , 

questioner. 

9. BEAST, BIRD, OR FISH 

J rircle with the odd man in 

All players but one stand or sit sort> per haps one 

the center. The center man has a so throws the ball 

of crumpled paper. A. -expected* as possible, he «£■» “ 

at one of the circle players, calling ^ „ Beast _ bird or g sh _ 

fish-Bird,” or "Beast bud, or 6h B ■ ^ ^ whom the ball has 
Fish, and immediately counts to te . Tb c name d before 

been thrown must mcntmn an an.m 1 th^ w<)rd 

the center man completes his count, j . ^ ^ he tradc s 

that has already been used, it tnc mother 

places witli the center man; otherwise, the center man tnes another 

P Tta' speed of the center man’s statement and his count is im- 
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and players should experiment with various ones. Some possibilities 
and hissing for T ‘ ''' * he eyCS f ° r C ’ for & 


at hi7i e 7, 31 u Se ^. ed “ 3 drcle ' ° ne of them calls “One ,” the player 
the h n, ’ K CaI u 7 WO - the ” ext ° ne " Three ” and so on indefinitely, 
, im )erS , cm S called in order around and around the circle, 
the J!,-,”!” Gr Can named If it is seven, any number containing 
nurnbe 8 tL°- any “ U,t , ! P le 0f seven - When a player is due to call a 
if it is im* K 3 T ^ t seven ’ ca ^ s the word “Buzz” instead; 
for the* 7 ™ wi ** lnc “^ es digit 7> then “Buzz” is substituted 
cnmnle 17 • « G rGSt num ber is pronounced as usual. For 

StL”™ B “" and 73 is “-4 three,” whereas 67 is 
six, buzz cirlit" 15 ’- le . rSt num * )ers are; °ne, two, three, four, five, 
sixteen n'uzzte ’ nm u en ' e * even ’ hvelve, thirteen, buzz, fifteen, 

■xteen, nuzzteen, etghteen, nineteen, twenty, buzz. 

4. FIZZ 

is five instead 'o/seven and t^’ that ,he forbidden number 

“Buzz.” ’ substitute word is “Fizz” instead of 


Th . 5 - FIZZ-BUZZ 

Tliat hfa pW must r „ e Jf uirarnen 'r of Buzz with those of Fizz, 
game of Buzz, and the 3 1^'c^ 2 ,. wIlenever be would do so in the 
game of Fizz. Thus fiftv V ° r . 22 whenever he would do so in the 
and thirty-five could bedtW ’* PIZZ ' BUZZ ' seventy-five is buzz-fizz, 
Buzz-nzz or fizz-buzz. 

Section I,: G ames of ready response 

One 1 *' eoBB1 - DC -&os 

piayer has a number '"nl 7 3 J™*® fon ned by ( bo others. Each 
« n, « nun moves nh„„, n “ mber r being greater than fifty. The 
circle players. Usual],- ..e, 22 , at 5 b° rt intervals points to various 
dc-llob - and the one nni7 i P ° ints to a P Ia y cr he calls "Bobby- 
OccasionaUy the center ° ° *« must Cnb out his own number. 

center man will „s e some other words or point 
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player to fail trades places with the center man. The circle players 
must be rearranged frequently. 

13. NUMBER-C4LUNG 

All players sit in a circle. The chairs are numbered consecutively, 
and each player takes the number of the chair in which he sits, Ids 
number changing when he moves from one chair to another. Number 
one starts the game by calling any other players number thus: “One 
calling six.” Six must immediately respond by calling another 
number, such as “Six calling nine,” and nine by calling another, 
and so on. The game goes on indefinitely until someone makes a 
mistake by responding out of turn, calling a number not assigned, 
or hesitating too long. The one who makes a mistake moves down to 
the chair with the highest number, and the ones below his old chair 
move up one space, all who move taking the numbers of their new 
chairs for the next series of calls. 

Section 111: No-laugh games 

14. LAUGHING BALL 

One player stands a short distance in front of the others, who 
form a straight line or, better, a semicircle. The odd man has a 
rubber ball that he throws into the air and then catches, either as it 
descends or after one or more bounces from the floor. All the other 
players are required to laugh vigorously while the ball is out of the 
thrower's hands, but to be perfectly silent before he throws it and 
after he catches it Anyone who laughs at the wrong time is 
eliminated, and the process is repeated until only one player 
remains. The game can easily be adapted to team scoring. A 
handkerchief may be thrown instead of a ball, the laughing to cease 
when the handkerchief falls to the floor. 

15. SOBER CONTEST 

Players form two teams, and each team stands in a straight line 
facing the other. Team A is allowed a specified time (about forty- 
five seconds) to make the members of team B laugh. Any member 
of team B who laughs must Immediately withdraw, and every man 
who docs so counts one point against his team. Then the teams 
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portant, and should be adjusted in the light of experience; if it is as 
rapid as possible without interfering with perfectly distinct enunci- 
ation, it will be about right. The first few players should have little 
ifficulty, but it is surprising how soon the rule against duplication 
catches up with them. 


JO. EARTH, AIR, FIRE. AND WATER 

Players form a circle with the odd man in the center. The odd 
man tosses a soft ball at one of them, exactly as in Beast, Bird, or 
is . s le tosses die object he calls one of these words: earth, 
' trc ' Before the odd man counts to ten, the person to 

w 10m e object has been tossed must make an appropriate 
response: for earth an animal that vfalks, for air one that flies, for 
7 ? . SWimS; and when the call is fire he must remain 

mp e e y si ent. One who makes an incorrect response trades 
places with the center man. F 


JJ. THE PRINCE OF PARIS 

them a C ? cle ’ and eacb k assi gned a number. One of 
hat Haw vn f ^77 ^ Sa ^ in §’ ,<The Prince of Paris has lost his 
num b er co S’^ OUnd „ i !; Eve ’ Sir? " «» course, any other 

Number one j S' C ?' ^ lis statement begins a dialog betwen 
Sir I Sir?" five ’ which continues thus: Five: “Who 

"Who then Sir?" rr- 5 .’ you Sir " Five: “No Sir, not I Sir.” One: 

Number s F ^ ; . Numb ^ nine (for example) Sir." 

Sir, I Sir?” and tbo ” V, *° bis ^ eet immediately and say, "Who 

ending with the railing f Number five g° through the same dialog, 
continues until a «li„ ^ ° , a new nu mber by Number nine. This 
fails to L„ t0 j\ y T. make J S an ^ the dialog, or until one 

one who fails starts T unrnediate ly when his number is called. The 
starts a new game. 

This b a 2 HICKCr ' r,CKer - HOK ^-fOKBr 
players’ famUiarity^vitb^ir ? 0 ^ 6 * at “ va,uaUe in perfech'ng the 
sit in a circle Thr* others names. All players except one 

player, and rails “ni^rT” “ ,he cente r, points to any circle 

one pointed to must rail out tV„ ' Hicke y-P ick ey-hokey-polcey." ^ 
the side called befn. tEe name °f die player nest to him, on 
' Cl0ro ,he nontcr man finishes his call. The first 
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repeated a second time; that is, the boy, without getting up from 
his kneeling position, calls “Meow” three times, and each time the 
girl responds with "Poor Pussy.” The object of the game is for the 
boy to make the girl laugh or smile, without doing so himself. If he 
succeeds in doing this, he takes his seat, and the girl then kneels 
before some other boy and calls “Meow.” If the boy laughs or 
smiles before the girl does, he tries again with a different girl. 
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reverse their roles, and team B has forty-five seconds in which to 
!? a e .. e . mem bers of team A laugh. The winning team is the one 
that eliminates the larger number of opponents. 

76. LAUGHING BLACK-AND-WHITE 

t S ° namec * because it includes some of the elements 
T1 ° Wn ta S § ame called “Black and White.” A nonplaying 
on nn P ie< I e board about four inches square, colored white 
Black nn? fj m° n odler ’ Tb e teams, one designated 

other Thn 1 ° a 1Gr stand in two parallel lines facing each 

upward <;n Stan ^ s between the teams and tosses the board 

the board ^ f*™ end ° Ver end and faUs to the floor * men 

responds to ° / CS ? 0n door » *b e team whose color cor* 
remain so un t5 A* & ^ oard must become completely solemn and 
will. Any nhvp t w ^ ile *b e other team may laugh at 

mitted a fouf and 1?^ wi ? e his team ’ s coIor h U P has com ' 
upon The mnsi n pa ^ w ^ atever penalty has been decided 

wfaiiiPto m cz m z n z°:iri h *« ° f p,ayCT 

continue until nil 1r „ ntl „ b , ‘ ‘ he 0 PP os “g team, the game to 
but it is widely used -mrl ”* Tbis metbod seems quite unsound, 
Another method is simDlv°tW 0 ? appears t0 work in man y g ames - 
,hD '™"S time and Wh ° 

All 1 ,7 ' H * HA HA 

leftcalls a -Hn Ha ""the' P ' aycr calls “Ha,” the one at his 

a -Ha." All U," mist L, Ha ha . ha ” and 50 each one adding 

anyone who laughs or smilo^ 0 “ P erfec,1 y straight face, and 

0 ”Ita‘s" has a point scorer! ° r - 31 S *° P roduce the proper number 
P°mt scored against him. 

Thk • JB - p °OR PUSSY 

•■me. It is myall ° **! at * la5 bcen Very P°P u!ar f° r a long 

successfully with groups of ?? gr ° Ups ' but if has be ™ used very 

A . «>' leaves his pl°Ti„ ' y T **■ 411 P la ycm sit in a circle. 

Wor P e her nndlrt *“* fa of one of the 
m v C0W J. *^ ,e S ,r l then strokix* 16 ** *” aS , cat ^^ e a tone as possible, 
°°r Pussy." This dialog *° P ° f hfs bead, saying, 

b Us actl0n > * repeated and then 
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selects another object, after revealing the first one. The questioners 
should take regular turns, except when one thinks he has the answer; 
he may ask at any time, “Is it . . .T Such a question always counts 
as one of the twenty. 

The game may be varied so that the first question is “Is it animal, 
vegetable, or mineral?” This question is answered always directly. 
However, if the one who has selected the object tells in advance 
whether it is animal, vegetable, or mineral, the players are allowed 
one extra question. 


2. REVERSE TWENTY QUESTIONS 

This game is the same as Twenty Questions, except that the 
object to be guessed is selected by all players but one; only one 
player asks questions and tries to guess the object. He asks ques- 
tions of the others in turn and, of course, must guess the right 
answer in not more than twenty questions. 

3. YES OR NO 

This game is almost the same as Twenty Questions, except that: 

(а) The object to be guessed must be in a prescribed category; 

(б) The number of questions, although sometimes limited to twenty, 
is usually unrestricted. 

Although this game and Twenty Questions are almost identical 
in form, they are different in spirit. In Twenty Questions the object 
to be guessed should be familiar to every player, and it is against 
the spirit of the game to select an object, or to ask a question, that 
requires any particular knowledge. The game is a test of deductive 
ability. In Yes or No there is more leeway in selecting the thing to 
be guessed; it might be a Bible character, a species of tree or bird, 
a book title or author, and so on. Both asking and answering ques- 
tions calls for some knowledge in the field of the item to be guessed. 
This game is especially good as a teaching device and is often used 
in nature study. When a question is answered by “I don’t know,” it 
should not be counted. Yes or No can also be played like Reverse 
Twenty Questions. 


4. WHAT AM I? 

Except for the method of asking and answering questions, this 
game is really the same as Yes or No. One player selects a person or 
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objects WOrdTn ™ CLUD ES CAMES IN WHICH PLAYERS TRY TO CHESS 
In a few of the ^ haVe bf5en £elected by the other players, 

but must °miess ^ SSer has 1Me » nothing to go on. 

clues or has a chance h!” I.” m ° St . Cases> however, he is given 
opportunity for looieal ded"* 5 K qUe i? ons g ivin g him considerable 
basis of the CdTn'fo ° n ' ^ S ames m f?°“P ed 11115 
guesser. ° £ mformi ‘hon or hints that are available to the 

Section I: Question-and-conversatinn 
j n ^ conversation guessing games 

made by the odiers^In .1' ^. P bl ' er bases his guesses on statements 
questions posed bv th* rr. S Cases ’ , se statements are answers to 
to "Yes" or "No ” SO th-iFth”**’ usuall t' su °h answers are restricted 
in selecting questions In ° g llesser must depend on his own skill 
restricted, whereas in still it.?®' 1,16 are not so 

°uly remarks made by the players ^ D ° < l uestl0ns at ^ hut 

One 1 *’ Questions 

object, not a class of things or u mUSt be an actual concrete 
ho something that the otlict nl, abstlacti ° n . and must, of course, 
bnow about. The other! then ^7* Ieasonabl y be expected to 
fo'octed Uic object, always o C u ",7 k ™" s of ,be one who has 
. or 1 don't know." The mi * bat Can bo ans 'vcred “Yes," or 
nuostions. If th^ ”, are allow od not more than 

exceeding U ,e aliened™." ' h ™ ™bcs a correct guess without 
object to he guessed, if he .her, scfects die next 

makes a correct guess, the same man 
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questioned in turn directs a question at the other. In short, each of 
the two men asks the other a question. When a player has learned 
the name on his placard, he removes it but remains in the game to 
answer questions until all have learned their names. 

8, MURDER 

One player Is appointed to take the part of a murderer, another 
to be his victim. Neither of them knows who the other is, and no 
one else in the group knows anything at all about the appointments 
or the game to be played. At an opportune moment, the lights are 
turned out, the murderer “stabs” his victim, and the victim falls to 
the floor with a piercing scream. After a few seconds, the leader has 
the lights turned on, calls the group together, and appoints a player 
to act as detective. The one appointed tries to find out who did the 
deed. He may question any of the survivors, and all except the 
murderer are required to tell the complete truth. The murderer may 
lie as much as he dares to, remembering that being caught in a lie 
may convict him. It must be emphasized that the victim does not 
know when to expect the attack nor who his attacker will be, and 
that the other players are not aware that a “murder” is to take place. 

9. TEAKETTLE 

All players but one agree on a set of two or more homophonic 
words, that is, words that have the same sound but different mean' 
ings, such as so, seto, sou;, or pain, pane. The odd player tries to 
guess the homonyms. The others talk among themselves and to the 
odd man, always including the idea of the selected word in one or 
more of its meanings. They never actually speak the word, but 
always substitute for it the word teakettle. Thus, if sew, so, sow were 
the chosen words, one player might say to another, “I find it tea- 
kettle difficult to teakettle that stiff material, don’t you?" The other 
might reply, “Yes, especially since my back is sore from tcakcttlclng 
grass seed all afternoon.” The conversation should be free and easy 
and not allowed to lag. Remarks should be addressed to the odd 
man, and he may even be allowed to enter the conversation. When 
the odd man learns the words, the one whose remark has given 
them away becomes the next gucsscr. 
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animal 6 fr p m & P res ° ri ^f^ category-literary character, movie star, 
to be m,e« ’^ nd f ° rth '. He thea assumes the identity of the thing 
Forexam | 6 ’ 311 . c l uestions a re asked and answered accordingly. 

or “D o Z 1 ’ qUCS ^ nS might be ' " Do y° u have compound leaves?” 
or JJo you l lve m the United States?” 

5 * TEAM twenty questions 

tion. Player^ areZivid^ZZ < ^ U “ tions ada pted to team comped- 
one man to onnn ! nto two ieams > an d each team sends out 

object or person Se Each°te er Z”' ^ hV ° me " agree ° n 3 SeCret 

Questions ta an attemnt t o Z P T “ game ° f Twent >' 

been sent to them bv the on - 11 46 SeCret fr ° m the man wh ° haS 
he able to overhmr^ v PP°smg team. The two teams should not 
the fewer quesHon. Z °ther. The team that leams the secret in 
twenty questions neith a , P ° lnt ’ ** "either team leams it after 
two men return in ^ er , S ‘ de Mtei a ™"d - finished, the 
game continues until eveZ™’ Z *7° °‘ hers are sent out ne 
other team. The team rt 7 ™ a ” baS bad a tarn at opposing the 
team that wins most of the rounds is the wfrmer. 

One la ■ ■ *' WH£fi£ AM 17 

definite thfng. TlmZther phyZZ" nZ 6 f 60 *® 0 P Iace - doi ng some 
t0 ^ Ca m where he is nnd ,1. t ’t turn ’ as ^ questions in an attempt 
“nswered hy “Yes - ~No ” ' -r Z !* doin g- A " questions must bo 
team to get the complete a L °? t Icnow ” The first member of a 
°oc on the team guesses the an** 1S . next od(1 man - However, if no 
' v, ns. There is no restriction ns & S P eci ^ e ^ tirnG > the odd man 
ho selected, except thauhe nln he plaCe ° r ,he “tivity that may 
& CT T'Sht be “in the Lt P ' ay „ C f rS f , mUSt be fa ™«iar wi* them. A 

V ‘ ° r “ my bcd at horn?. ply°n| r the pbuoZ “ ^ ^ 

Ea c j, p] a . * who am 17 

JS2T** «amo o^TwendcIim^ 3 ^ “ SheCt of P a P CT on which is 

he Zu ob icct is .0 find ou 7he PCrSOn ' living ° r dcad - 
ZiZZ hof 'ho Cher pin™' “ th f paper. To do so. 


0,1 oujcct is to find nnf ♦» v,n S or dead, re; 

he asks cadi of the other 10 name on lh e paper. To d 

be answered Tcs."fe only" a P ques.ion 

' ° r * d° n t know.” Tlien each pi 


that 

player 
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and so on. It is best not to specify that each statement must be a 
compliment or a slam because this rule will interfere with the 
cleverness of the comparisons. 

13. PREDICAMENTS 

One player leaves the room while the others select some predica- 
ment, such as “Out of gas on a lonely road,” or “Lost in the jungle.” 
The odd man returns and tries to leam the nature of the predica- 
ment. To do so he asks the players in turn, “What would you do?” 
and each must give an appropriate answer. The one who gives the 
predicament away is next odd man. 

14. GUESSING PROVERBS 

One player leaves the room while the others agree on a well- 
known proverb for him to guess. The odd man returns and asks 
questions of the others in turn. Each one addressed must answer the 
question put to him, and his reply must include one word of the 
selected proverb, the words coming in normal order; that is the 
reply to the first question must include the first word of the 
proverb, and so on. The one who gives the proverb away is next 
odd man. 

In a variation of this game, no questions are asked, but each 
player in turn makes some kind of statement, including the proper 
word of the proverb, as above. 

75. RHYMING TOM 

The unusual feature of this game is that guessing is done by both 
sides. One player is against all the others. He thinks of any word 
and then announces another word with which it rhymes. For 
example, he might think of hat and then say, “I am thinking of a 
word that rhymes with sat.” Each player in turn must think of a 
word that rhymes with sat and ask a question about his word with- 
out using it. Such questions might include: “Is it used in a game?" 
"Is it an animal?” “Is it a fight blow?” As each of these questions is 
asked, it is up to the odd man to guess the word to which it refers 
and to answer the question accordingly. To the examples given he 
would thus reply, “No, it isn’t bat,” “No, it isn’t cat,” “No, it isn’t 
pat.” On the other hand, if a player says "Is it worn on the head?” 
then he must reply, “Yes, it is hat ” When a player guesses the 
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10. THROWING LIGHT 

foJthem toT| Se [ eCt 2 W °J d f ° r the ° therS t0 8 uess - ft ft permissible 
two converse ™-*, “ 1 of homophonic words as in Teakettle. The 
repeated refer T* 0 * 0 '* Ioud en ° u S b for all ‘o hear, making 
Thus ifdovwe nC !l, t0 Ch ° Sen WOrd but not actually using it. 

T W ” d - ** -ght remark, ie kleps 

upkeep expensive?” wj a , S P 0tted one ’” " D ° )*» find the 

does not sav so k.,f • n i & ^ a ^ er believes he knows the word he 
statement, or asking Slm P y ente rs the conversation by making a 
the word. A plaver ™ 5 UCS 10n ’ wi ^ in dicate he has guessed 
he knows the word Wh "l! s P eal< at a, l “ nt il he is ready to indicate 
original pah hTelT 6 S °' 3nd has accepted by the 

game goes on until ^y^eTatog' diSCUSSi ° n gr ° UP ' B “ 

vm.; "■ G °SSIP 

w nUe one player is n„t .u 

statement about him Wnh n le room > eac h o£ the others writes a 
b “t they must have ' y ',‘ he Sta,e ™"ts ‘end to be humorous, 

absent player. The wriff ° a PP lcation > truthful or ironical, to the 
recalled to the room and ' A !tat ® ments are collected, the player is 
to identify the authors of thl f a(ements ar e read to him. He tries 
identified takes his nlar#> f „ 6 $ atements > an d the first one correctly 
statements are to be comnlhrT/^ 6 ^ 0 " ° f ^ g ame ' Whether the 
the game is begun. P b 0r sIams ma y be specified before 

While IT TO ME 

0b i ect * n plain sight. The odd ^ r00m ' the others choose some 
°* ers in turn, aa^ing to each „ P ye i, returns and g“* u p the 
addressed must, by fome t^hfT if *» W The one 

bo m f e rf rai,arilybetw<:en theobiect °d f arlcifu ' statement, indicate 
^o farfetched, bu, not p! n fc *» «*» P^yer. Answers may 

miZ. T r “oparisons, and othe 7 ’ SOme P Ia y ers wflI makc 

renH CI * rdentxfaed the obiect ft n0t do so wel1 - wheD the 

Were'rd, >m f ° r 1110 next r °und’ For°" e f ° ’t'^ 1116 Iast comparison 
l^n„. SCn - il might be said fo U m pk ' * a metal paper knife 
° “ “ ““wth, hard as nails aV^d player in question 
naib> a h a”dy thing to have around, 



83 


Ora/ Guessing Games 

indicate the number of words in the phrase by holding up the cor- 
responding number of fingers. Second, he will probably try to show 
the category into which the item falls— by pointing to any man in 
the group, he may indicate that the word to be guessed is a mans 
name, or by making the motions of singing indicate that it is a song 
title. Each time the captain tries to convey a word, his teammates 
make guesses, and he indicates the right ones by nodding his head. 

After the group has learned the category and the number of 
words, the captain then must try to give further information. He 
will try to give the most suggestive clue first, or possibly select the 
one that seems easiest to convey. He may decide to pick out one 
particular word and dramatize it; in this case, he holds up the 
appropriate number of fingers and waits for a player to call out, 

word.” On the other hand, the captain might prefer 

dramatizing the whole idea as a unit; in this case, he indicates his 
intention by forming a circle, either with his thumb and forefinger, 
or with his arms. Another common practice is to work on a single 
syllable of a word. The captain indicates, as above, the number of 
the word involved and, after confirming a players guess, makes a 
motion of chopping his forearm with the other hand. As soon as a 
player has called “a syllable of the word,” and the captain has 
confirmed the guess, he holds up fingers to indicate which syllable, 
and then works on the designated syllable. 

The signals described above are the ones most needed and the 
ones most nearly standardized, but many more will be used. Some 
are perfectly obvious, such as a “come-on” signal to indicate that a 
player is on the right track or an expression of disgust to show that 
he is very far from right Others will be devised by players as they 
are needed. 


22 . PANTOMIME RACE tl 

In this form of Pantomime Race the two teams do not work 
simultaneously, but in turn, and the items to be guessed are 
necessarily different for the two teams. The items may be prepared 
by the leader in advance and drawn by the teams, but it is cus- 
tomary for each player to write an item on a slip of paper and then 
for each team to dramatize and to guess the items provided by the 
other team. Tims one team appoints a captain, who draws an item 
nnd dramatizes it until his teammates guess it. The time is noted 
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21. PANTOMIME RACE I 

ThetitkP^ntn^°'\ thiS ? me g enera % known as The Game. 
substitute fo r r me f a “ haS D ° S,andin & but - suggested as a 
Perha^oll e g USUa ' " ame - is ~hat P-umptuous and 

separate rooms tr aslertmrt • tea “ S ' 116 teamS asscmb,e in 
team selects a temnn ^ )art . m t ” e same room as possible. Each 
or inning. The leader to do its acting in the first round 

phrases to be drama hJ *!? 86 in a dvance, a number of words or 

(These items should be 6aCh Se ! ection on a sIi P of P a P er - 

include the names of peoole and ” 0t *° D ,on S' The T may 

paintings, or plavs- " u P lao ® s > or events; titles of songs, boohs, 
SO on.) When all isreadv 2 }, s ' ' ve ! i 'known sayings, quotations, and 
a duplicate of it to the nti,„ C PoIded slip to one captain and 

captains until a sirmal i. I’ C S ,*E S sbou,d not be opened by the 
captain reads his slip making™ W }’ en the si S nal is given, each 
nut sec it; he then acts out th SU - *?’ course - that Ids teammates do 

mates to guess the words The °” tbe sIip to cnabIe bis team- 
P°int. Then each captain St team to g uess the words scores 
“P tai " « appointed Tnd a ™J° ^ rank? ° C & team, a new 
e rounds are repeated with °° u ■iT 0Und 0p tbe game is played, 
aach player has had a turn as & “ dlfferent captain each time, until 

°T P ?‘ d *° determine thT^ 1 ”' The " the scores of the ‘earns 
rn mu, should be s ^»e thewmner. A time limit of abnnt four 

Thf. aS - made a COrrect Kuess w-Il!- 1111 ? ^ ec ^ are ^ a draw if neither 
There is some limitaHn^ r l!u ” ftat u me. 

l“." 0t Permitted to sn.u.t”-?? dramatio ac tivity of the captain. 


almmtT Pem,itted to spralTofto' dramatic activ “y of the captain. 

He mayn y ot E< f Ure or motion. There are Tf bUt 

letters in ’ * 0r exar nple. make mn K a , ^ ew obvious exceptions. 
i" a dic t r o r rd ’ nM *»* nuchaner,: 0 " 3 ' hat ^ally ideate the 
mong themsd and pointin g ‘o it Tfe 6 Step as looldn g U P a ' vord 
to the S cantl :°, gUeSS " s . ”* free to talk 


— wuuary an 

imp^atsr and •“ i >m "":, gue “ ws &»* to talk 

bis teammates^ 05 ” 13 dlat of indicating ° ne ° f tbe ca P la i n ’ s most 
S °me of thefim' y’ by ‘raditional ofarbiT'' 31 " disap P rova l of 

frequently £ E* , ba given by 


Some of tile sim, t ay 'mditional orarhn' . “approval 
frequently £ E* ,0 b e given by E* ? -'S 1 "' 
become standard- S and the order in ^ a P tam are needed so 
" d,2Cd *« a certain e^Fa ^ ** 

nt For example, he may first 



83 


Ora/ Guessing Games 

indicate the number of words in the phrase by holding up the cor- 
responding number of fingers. Second, be will probably try to show 
the category into which the item falls~by pointing to any man in 
the group, he may indicate that the word to be guessed is a man’s 
name, or by making the motions of singing indicate that it is a song 
title. Each time the captain tries to convey a word, his teammates 
make guesses, and he indicates the right ones by nodding his head. 

After the group has learned the category and the number of 
words, die captain then must try to give further information. He 
will try to give the most suggestive clue first, or possibly select the 
one that seems easiest to convey. He may decide to pick out one 
particular word and dramatize it; in this case, he holds up the 
appropriate number of fingers and waits for a player to call out, 

* word.” On the other hand, the captain might prefer 

dramatizing the whole idea as a unit; in this case, he indicates his 
intention by forming a circle, either with his thumb and forefinger, 
or with his arms. Another common practice is to work on a single 
syllable of a word. The captain indicates, as above, the number of 
tile word involved and, after confirming a player’s guess, makes a 
motion of chopping his forearm with the other hand. As soon as a 
player has called "a syllable of the word,” and the captain has 
confirmed the guess, he holds up fingers to indicate which syllable, 
and then works on the designated syllable. 

The signals described above are the ones most needed and the 
ones most nearly standardized, but many more will be used. Some 
are perfectly obvious, such as a “come-on” signal to indicate that a 
player is on the right track or an expression of disgust to show that 
he is very far from right. Others will be devised by players as they 
are needed. 


22. PANTOMIME RACE II 

In this form of Pantomime Race the two teams do not work 
simultaneously, but in turn, and the items to be guessed are 
necessarily different for the two teams. The items may be prepared 
by the leader in advance and drawn by the teams, but it is cus- 
tomary for each player to write an item on a slip of paper and then 
for each team to dramatize and to guess the items provided by the 
other team. Thus one team appoints a captain, who draws an item 
and dramatizes it until his teammates guess it. The time is noted 
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21. PANTOMIME RACE I 
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answer. If the leader accepts the answer, he hands die player the 
second question, and this player proceeds exactly as did the first one. 
As long as each question receives an answer that is accepted by both 
captain and leader, the race continues as described. If no player can 
answer the question, the captain must decide whether he can answer 
it himself. If not, he must run to the leader, who will tell him the 
answer. Whether he gets the answer from the leader or believes that 
he knows it himself, he conveys the answer to his team by the 
method used in Pantomime Race. As soon as a member of his team 
has discovered the answer, the game proceeds as before, that is, 
with the next player running to the leader for the next question. 
Because the provision that the player who answers a question is 
always the next runner will result in an uneven distribution of the 
activity, it is recommended that the players of each team take turns. 

26. DRAWING RACE 

This game begins in the same way as Pantomime Race; that is, 
the players are divided into two teams separated as far as possible, 
with a neutral leader midway between them. Each team sends a 
temporary captain to the leader, and the leader gives the captains 
identical slips with the word or phrase that their teams are to guess. 
Each captain runs to his team and gives the clues on which the 
guesses are to be based. But from this point on the game is different, 
for the captain may not give the clues in pantomime but only by 
drawing them on a sheet of paper. The on\y exception is that he 
may give nods to indicate approval or disapproval of what his team- 
mates say. He may be allowed to indicate the number of words and 
their approximate length by drawing dashes. Otherwise, he must do 
the best he can with his drawing. This game may, of course, be 
played as a relay. 

Section III: Guessing from other hints 

27. HANGMAN 

This excellent and very popular game is often played by two 
players, one against the other, but more often by groups, one player 
selecting the word to be guessed and the others taking turns at 
guessing. One player draws a picture of a hangman's gallows on a 
sheet of paper or a blackboard. Then lie selects a word in any 
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and then the other team appoints a captain, who draws an item 
and proceeds as did the first. 

The game should be played as first described, if at all possible 
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answer. If the leader accepts the answer, he hands the player 
second question, and this player proceeds exactly as did the first 
As long as each question receives an answer that is accepted by 1 
captain and leader, the race continues as described. If no player 
answer the question, the captain must decide whether he can am 
it himself. If not, he must run to the leader, who will tell him ! 
answer. Whether he gets the answer from the leader or believes ■' 
he knows it himself, he conveys the answer to his team by « 
method used in Pantomime Race. As soon as a member of his • 
has discovered the answer, the game proceeds as before, that 
with the next player running to the leader for the next m _*«* 
Because the provision that the player who answers a question 
always the next runner will result in an uneven distribution of 
activity, it is recommended that the players of each team take 

26. DRAWING RACE 

This game begins in the same way as Pantomime Race; that 
the players are divided into two teams separated as far as j. 
with a neutral leader midway between them. Each team sends 
temporary captain to the leader, and the leader gives the ; ’ 
identical slips with the word or phrase that their teams are to 
Each captain runs to his team and gives the clues on which ■ ■ 
guesses are to be based. But from this point on the game is u.TTw 
for the captain may not give the clues in pantomime but only 1 
drawing them on a sheet of paper. The only exception is that 
may give nods to indicate approval or disapproval of what his » 
mates say. He may be allowed to indicate the number of words 
their approximate length by drawing dashes. Otherwise, he must 
the best he can with his drawing. This game may, of course, 
played as a relay. 

Section HI: Guessing from other hints 

27. H4NGM.4N 

This excellent and very popular game is often played by .. 
players, one against the other, but more often by groups, one - 
selecting the word to be guessed and the others taking turns 
guessing. One player draws a picture of a hangman's gallows on 
sheet of paper or a blackboard. Then he selects a word In ■ 
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prescribed category and draws a row of dashes, one for each letter 
in the word. The other players take turns in guessing the letters of 
the secret word, naming vowels first, since they are sure to make 
one correct guess soon. 

The first guesser says, perhaps, "Does it have an a?" If the secret 
word does include an a, then this letter is written over the proper 
dash to show its position in the word. However, if the word does not 
mclude this letter, a picture of a man’s head is drawn in the noose 
ot the gallows. The players continue to make their guesses in turn. 
After each correct guess, the letter is written in its proper place- 
after each incorrect one, another part of the man hanging from the 
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of loudness, or turning the volume of a radio up and down. Possibly 
the best method is for someone to beat on a pan with a big spoon or 
a stick. 


30. DUMB CRAMBO 

Players form two teams, and one team agrees on a word for the 
other to guess; it is often specified that this word be a verb. They 
then announce a word that rhymes with the chosen one. For 
example, if they select the word throw, they might say, "We want a 
word that rhymes with slow.” The guessing team holds a conference 
and selects several words that rhyme with the one given. They pick 
out one of these words and represent it in pantomime, presumably 
with sufficient skill that the other team will know whether the guess 
is correct. If it is not correct, the other team boos or hisses or other- 
wise expresses disapproval, and the same team tries again with 
another word. When a correct guess is made, the spectator team 
indicates the fact by clapping. Then the two teams reverse roles for 
the next game. 

Section IV: Guessing the game 

These games can he played only by a group that includes players 
who are not familiar with them. They all follow the same pattern: 
players take turns in doing or saying something, but the uninitiated 
ones seem unable to do or say the correct thing, although they think 
they are following the others exactly. Soon a player catches on, but 
continues to play without interruption. The others catch on one 
after another, and the game ceases when all are doing the correct 
thing. 


37 . THE MOON IS ROUND 

The players sit in a circle. The leader asks each of the others in 
turn to do and say just what he does. Then he leans forward, extends 
one forefinger to the floor, and draws a big sweeping circle to 
represent a moon, two dots for the eyes, a vertical line for the nose, 
and a horizontal line for the mouth. He coordinates these words 
with his motions: “The moon is round; it has two eyes, a nose and 
a mouth.*’ The others then take turns in doing, or trying to do, the 
same thing. Some will know the game and hence will do the right 
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tiling, but others will be told that they are not following the leader. 
The leader is actually drawing with his left hand, a fact that is 
likely to be missed. 

32. HE CAN DO LITTLE 

Players are seated in a circle. The leader thumps the floor several 
times with a cane as he says, “He can do little who can’t do this. 
He then hands the stick to the next player. Each player in turn tries 
to duplicate the words and actions of the leader. The point is that 
the cane is held in the left hand and passed to the next player with 
the left hand. 

33. CROSSED AND UNCROSSED 

The players are seated in a circle. A pair of scissors is passed 
from one player to the next, around and around the circle. Each 
player, as be passes the scissors, says, "I received them uncrossed 
and pass them uncrossed,” or “I received them uncrossed and pass 
them crossed,” or “I received them crossed and pass them un- 
crossed.” He may open and close the scissors at will and pass them 
either as he received them or not. The words crossed and uncrossed 
apparently refer to open and closed scissors, but when used do not 
have any relation to the actual state of the scissors as passed. 
Actually, the words crossed and uncrossed do not apply to the 
scissors at all, but rather to the feet or legs of the speaker. 

34. MT FATHER IS A MERCHANT 

The players are seated in a circle. The leader says, “My father is 
a merchant and he sells shoes tor any other aitieLe},.” Each player 
in turn repeats the sentence, naming any article he wishes. Some 
statements are accepted by the players who know the game, and 
others are not. The uninitiated finally learn that, for an article to be 
acceptable, the speaker must he touching it. 

35. GRANDMOTHER'S TEA 

The players aTe seated in a circle. The leader says, “My grand- 
mother likes coflee but she doesn’t like tea.” This statement is best 
made with no preliminary explanation at all; the leader just makes 
it as a casual remark. Perhaps some of those present will know the 
game, but if not, it will be apparent that each of the others is to 
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make a statement similar to that of the leader. They will say such 
things as, “My grandmother likes peaches, but she doesn't like 
cream,” or “She likes cabbage but she doesn’t like lettuce.” (The 
first of these examples would be rejected, but the other accepted.) 
Frequently, a player will make an acceptable statement purely by 
accident, thus adding to the mystery. It finally becomes clear to all 
that grandmother does not like the letter T and hence does not like 
any food that has this letter in its name. She likes peas, cabbage, 
okra, bread, and many other things, but she simply cannot stand 
potatoes, carrots, peanuts, or butter. 

36. THE COOK'S PEAS 

In this game, the first speaker says, “Our cook likes beans, but he 
doesn’t like peas.” The cook does not like anything that contains the 
letter P. The game may be varied to include articles other than food. 
In fact it is a better game with this variation, since the letter P does 
not work so well with food names as does the letter T. 

37. I NO 

The leader announces that any player who knows the right thing 
may become a member of the “I know Club.” He says, “I know 
football [for example], and that admits me.” Each of the others in 
turn tells what he knows. If one should say that he knows law, or 
trees, or carpentry, he would be courteously admitted to the club. 
But one who claimed to know medicine, or athletics, or agriculture 
would be refused membership. The players are, of course, to guess 
what it is that admits some and keeps others out. They eventually 
learn, perhaps with a few pointed hints, that they must know some- 
thing the name of which does not contain the letter i. 

38. GOING TO EUROPE 

The leader begins the game by saying, “I'm going to Europe and 
I’ll take mentioning a book, for example. He adds that any- 

one who takes the right thing may accompany him. Each in turn 
must say “I'll take and is told either that he can go to Europe 
or not, depending on what he plans to bring with him. The game 
continues until all realize that each must take something beginning 
with the initial letter of his own last name. Thus Mr. Brown can 
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take a book, Miss Perkins can take a purse, and Mrs. Smith can take 
a sandwich or a samovar. 

The game can be modified to require a two-word answer with the 
initials of the players two names. Betty Anderson might take a 
brown anteater and Jim Jones, a jam jar. 

39. WHO 1$ IT? 

This game is really quite a fraud, but it has been popular for 
many years. One player is sent from the room, and when he returns 
is told that he must guess the identity of another player who has 
been selected by the group. He asks questions of the others in any 
order, but may not ask more than one question of any player at any 
time. All his questions must be answered by “Yes,” "No,” or “I don’t 
know” The players do not select a particular person, but rather the 
player at the left of the person answering a question. Thus if the 
question is “Is it a boy?” the answer may be “Yes” at one time but 
“No” at another. The game continues until the odd man guesses the 
point. 

This game may be used with players all of whom know the point. 
In this case, the leader changes the formula for each new guesser, 
arbitrarily selecting the third person to the right, the second person 
to the left, and so on. 


40. MALAGA GRAPES 

The players are to observe the leader and to do exactly as he 
does. He holds a pencil in his hand, taps it on the table or on bis 
knee, and says, "Malaga grapes are very fine grapes, the best grapes 
in town. The players finally realize that he always clears his throat 
just before beginning his statement. 


41. WILLIE WILUE 

^The leader holds up one hand, with fingers extended and spread. 
. e °’ forefinger of the other hand, he touches the tip of 

he little finger, then the third, the second, and the first. Next, he 
ma es an exaggerated swoop with the pointing forefinger, down the 
S- C it u stationar y forefinger and up the side of the thumb, 
ina y, e touches the four fingers again in order, starting with the 
With tile ^ ttIe finger- As he does this he says, “Willie, 
Willie, Willie, Willie, Whoops, Willie, Willie, Willie, Will.” The 
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"whoops" comes with the swoop down the forefinger and up the 
thumb. Other players now try to duplicate the actions and words of 
the leader. In this case, there are two points that may escape the 
observation of the other players. For one thing, the stationary hand 
is always the right, and the pointing finger is the forefinger of the 
left. Also, as the performer finishes the stunt, he casually folds his 
hands. 


42. THE POINT OF THE GAME 

All players but one sit in a circle, the odd man in the center. The 
odd man is instructed to ask questions of the others in turn, any 
questions at all, and from their answers to learn “the point of the 
game.” He should be told that personal questions will be most help- 
ful to him. He asks questions of all kinds and gets answers that do 
nothing but confuse him. Eventually he learns that each person 
answers questions as if he were the person at his left 



Chapter 8 

GAMES OF OBSERVATION AND MEMORY 


Tins CHAPTER INCLUDES CAMES BASED ON TESTS OF A PLAYEb’s ABILrrY 

to remember what he has seen or heard. In most of these games, 
fte player is aware that he is to he tested later, but in some of them 
he has no such warning. The chapter also includes games in which 
a player is required to discover or detect something that is hidden or 


Section I: Observation and recall 

1. OBSERVATION 

About twenty objects of considerable variety are placed on top of 

fth c! e o, a ht " 'tf/ The P'T- 6=“^ -:„d P and 
minute thev are ■' W j bave s,udled the objects for one 
“ r? ; Ea ? P'^ tvrites on a sheet 
required onlv that ^ S he Can remen >ber. Usually, it is 

ing^Cor • -a l ne^-t, example, "a play- 

required that they give cotorT deT^ ad ™ DCed P 1 ^ ma T be 
details. Score one noint f , ‘nominations, or other descriptive 

two points for an obieet n “t 1 "* correctI y >“ted, but deduct 

teams. All obserwfthe oh' 3 "! ga ™ e - Payers are divided into two 
collaboration of its memh^ “ * he s,andard g a me, but with the 
objects should be ** 

2 - CHFCRERSOARD OBSERVATION 

on which fro^sU^o^hVblaA 0 ^! 0 “hn 6 " 6 “ checkerb0ard 
random. Then the board is J c b ecl:c r s have been placed at 
board is covered, and each player tries to 
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duplicate the arrangement of the checkers on a checkerboard 
diagram (if extra checkerboards and checkers are not available). 
The number of checkers can be varied at will, and the difficulty will 
increase rapidly as the number of checkers is increased. Still greater 
difficulty will result if both black and white checkers are used. 

3. PICTURE OBSERVATION 

This game is the same as Observation, except that pictures are 
used instead of actual objects. Pictures cut from magazines or news- 
papers are pasted to a large sheet of cardboard, so that all players 
can see them at the same time. It is a mistake to use one large picture 
that includes many different objects, because there can be no agree- 
ment as to the number of objects to be named— for example, a 
picture of a man could be interpreted as representing a hat, coat, 
shoe, and so on. The proper method is to use a number of distinctly 
separate pictures all on one board, with the understanding that only 
one name is to be applied to each picture. 

4. HOW VV4S SHE DRESSED? 

A girl with a rather unusual attire enters the room, and the players 
are told to observe her carefully. (She should wear or cany 7 as many 
distinct articles as possible— shoes, overshoes, stockings, skirt, blouse, 
coat, hat, handbag, raincoat, umbrella, and so forth.) She walks 
around for a minute or two, chats with a few players, and then 
walks out. Each player must then write down as many of the articles 
as possible. Score one point for each article correctly listed, and 
subtract two for each one listed but not worn. 

5. MURDER WITNESS 

A small group of the players puts on for the others a short 
dramatic skit involving a murder. This skit does not need much 
polish, but it cannot be extemporaneous; it must be prepared in 
advance and rehearsed. At the end of the skit, each player must try 
to answer a number of questions about the action: What weapon 
was used? Who committed the murder? What did the murderer do 
next? Did the victim struggle?, and so on. It will be surprising to 
most people to see how little the players remember. 

This game can he varied in a number of ways, and really requires 
some ingenuity for its success. In one common variation, the action 
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takes place right in the midst of the other players. Other activities 
are suddenly interrupted by the entrance of two or three tough 
characters, who attack one of the players, kill him right in the room, 
and then leave. 

6. WHAT CHANGE? 

A number of different articles, not more than ten, are placed on 
a table in some simple and definite formation. Players are given 
about fifteen seconds to study the articles, and then must look away 
or leave the room. When they are again allowed to look, some of the 
articles have been shifted. Each player must name the articles that 
have been moved. 


7. THE LOST CHILD 

One player leaves the room, and while he is gone a second player 
leaves. The first player is recalled and is given ten seconds to name 
the missing one. 


8. KALEIDOSCOPE 

This game may seem easy, but it is really quite difficult. Six 
players, more or less, stand in a row in front of the others. The 
leader gives the name of a color to each of the six players. He might 
say From left to right, the colors are brown, green, red, blue, 
yellow, and white.’ While the others look away, those standing in the 
row are completely rearranged. The others look at them again and 
try to name them by color. 

Section 11: Rigmarole games 

In these games, players sit in a circle and take turns in repeating 
a ot of nonsense, over and over again. In nearly all cases, the non- 
sense is cumulative; that is, each player repeats what the last player 
says or oes, and passes it on to the next, after adding an item of 
s own. The nonsense referred to may consist of words only, or it 
may consist of both words and motions. 
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Group A: Repeat Words Only 

9. I WENT ON A TRIP 

AH players are seated in a circle. One of them starts the game by 
saying, “X went on a trip and took my . . naming anything at all. 
He might for instance say, “I went on a trip and took my raincoat.” 
The player at his left then repeats this statement, adding a second 
article, as “I went on a trip and took my raincoat and my bicycle.” 
The third player now might say, “I went on a trip and took my rain- 
coat, my bicycle, and a waste basket ” This continues, each player 
repeating and adding, until one fails. He has a point scored against 
him and begins the next inning. Naturally, the more incongruous 
the articles are, the better the game. The game is made more 
interesting by a moderate use of relatively complicated items, such 
as “a pair of shoestrings for my new black shoes,” or "a small black 
book in which to record my most interesting experiences.” 

10. CITY OF BOSTON 

Players sit in a circle, and one of them begins, “I will sell you 
wool when you come to the city of Boston.” The next player con- 
tinues, “I will sell you wool and beans when you come to the city 
of Boston.” Each player repeats what he has heard and adds an item 
of his own until a player misses. He has a point scored against him 
and begins the next inning. 

11. ONE FAT HEN 

Players are seated in a circle, and the leader says, “One fat hen.” 
This same phrase is repeated, without change or addition, by each 
player in turn until it comes back to the leader. The leader then 
prefixes a phrase that begins with the word two and repeats the first 
phrase, thus making a statement such as “Two tame turkeys and 
one fat hen.” This entire statement is repeated by each player in 
turn until it has completed the circuit; then the leader starts a third 
statement that adds to the others a phrase beginning with three. This 
process is repeated until ten rounds have been made, a phrase start- 
ing with the next number being added at the beginning of each 
round. If a player fails to repeat the whole statement correctly, he 
has a point scored against him or must pay a penalty. 
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In principle, any phrase can be used as long as it begins with 
the proper number* but the phrases traditionally used are alliterative 
ones of three or more words each. These can hardly be invented 
extemporaneously, so that the game requires a leader who has the 
phrases ready. The following may be suggestive: 


One fat hen 
Two tittering titmice 
Three thousand thrushes 
Four feeble flamingoes 
Five furious fowls 


Six sick sisters 
Seven sallow sailors 
Eight angelic apes 
Nine nice nymphs 
Ten tall tree-toads 


12. I WENT TO THE STORE 

This game is essentially the same as I Went on a Trip, except that 
each added article must begin with the next letter of the alphabet. 
The first player says, “I went to the store and bought some arti- 
chokes (or any other article that begins with a). The second player 
buys artichokes and also something that begins with b; the third 
player buys three articles, beginning with a, b, and c. Thus the fifth 
player might say, I went to the store and bought some artichokes, 
beef, celery , dates, and endive.” The game continues until a player 
makes a mistake in repeating what he has heard, or is unable to add 
an article that begins with the next letter. The latter is not very 
e y, since there is no restriction at all on the kind of article that 
can be bought. 


13. MT NAME IS MARY 

In this game, the rigmarole is made up of the names of the 
p ayers. n object, such as a stuffed animal or rag doll, is given 
some fanciful or comical name and passed around the circle. If for 
example, the Object passed is a stuffed elephant named Jumbo and 
^ a player named George, the game would 
P e in this way. George hands the elephant to the next player, 
rcL- 8 aS .J* e d r s S0 ’ " My name “ George and this is Jumbo." Alice 
SJ?™ he e '«P h “t from George and hands it to Andy, saying, 
LiT 1S lc ® ant * George says this is Jumbo.” Andy passes it 
... . w ® r ^ s « My name is Andy and Alice says that George 
y this is Jumbo. The game continues thus, each player mention- 

1 J’} °i Vn name anc * repeating all the previous ones, until some- 
body makes a mistake. 
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14. THE CAT AND THE DOG 

The players sit in a circle, and the leader holds two small objects. 
Any objects at all will do, such as a book and a pencil, or a small 
cushion and a small box. The leader turns to the player at his left, 
hands him one of the objects, and says as he does so, "Here is the 
dog.” The one receiving the object says “The what?” and the leader 
replies, "The dog.” Then the second player (the one with "the dog”) 
hands the object to the third, saying, "Here is the dog.” Number 
three, of course, says "The what?” Number two does not reply 
immediately but instead passes the question back to the leader, 
saying to him "The what?” "The dog” says the leader to number two; 
“The dog” says number two to number three. Number three now 
hands the dog to number four, saying "Here is the dog.” “The 
what?” says number four to three, and the question is repeated by 
three to two and by two to the leader. The leader’s reply, "The dog” 
is likewise passed from two to three and from three to four. This 
process continues until the dog has gone clear around the circle and 
back to the leader. 

As soon as the leader has started the first object on its way, he 
starts the second one, but this time he passes it to the player at his 
right and says, “Here is the cat.” Exactly the same rigmarole is used, 
except that cat is substituted for dog, so that the dog travels clock- 
wise and the cat counterclockwise, simultaneously. Everything will 
probably run smoothly until the objects have traveled halfway 
around the circle; then they cross each others paths, and the real 
fun begins. 


75. W4NT TO BUT A DUCK? 

Players sit in a circle, and A says to B (the player on his left), 
"Want to buy a duck?” B asks, "Does she quack?” and A replies, 
"Yes, she quacks.” Now B turns to the next player, C , and asks, 
"Want to buy a duck?” and C asks B, "Does she quack?” B passes the 
question on to A and when A replies to B, “Yes, she quacks,” the 
answer is likewise repeated by B to C. The process continues in this 
cumulative fashion, each question about the duck’s quacking being 
relayed back to the first player, and each reply that she does in fact 
quack being relayed back to the one who started the question. 

There is, of course, no reason why this game should be restricted 
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to ducks and their quacking. It works equally well with a hen that 
cackles, a whistle that whistles, and so on. 


16. DOES SHE QUACK? 

This variation of Want to Buy a Duck? incorporates the repetition 
of players’ names as in My Name is Mary. It differs from Want to 
Buy a Duck? only in the way in which the answer to the question is 
relayed. In this case, each player must repeat all the names of 
players preceding him in the relay, saying for example, "Yes, Joe 
says that Alice says that Bill says she quacks.” 


17. HOW DOES SHE QUACK? 

This game is identical with Want to Buy a Duck? to the point at 
which the player who asks the question receives his reply, but it 
has an additional element that involves a second trip of question and 
answer. When a player has been asked "Want to buy a duck?” his 
reply. Does she quack?” is relayed back to the first player, and the 
latter s answer "Yes, she quacks” is relayed to the one who started 
the question precisely as in the basic game. But the player is not 
Mtefied, and he asks a second question, “How does she quack?” 
Dus second question is relayed back to the first player, and he 
replies, Quack-quack, giving the best possible imitation of a duck. 
Tfoa reply ,s relayed to the player who started the question, who 
Uien contmues the game by asking his neighbor, "Want to buy a 

Want to L game has been described as a variation of 

Tanv am y ,“ f * Can ’ ° f C0 “™’ be "«h the name 

It is mate a Sound lhe Pliers can imitate. 

that whistles, or a“ cTw that mo ^ '°° tS ’ 3 d ° S ^ “ whiS,le 


Ckouf Bi Repeat Wobds and Actions 

IB. UNCLE JOSHUA DIED LAST NIGHT 

My Uncle Joshua died last night” 

"Thats too bad; how did he die?” 

"With one eye shut, and his mouth awry, 

Due foot held high, and waving goodbye * 
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The players sit in a circle, and the leader says to the one at his 
left, “My Uncle Joshua died last night.” “That’s too bad; how did he 
die?” asks the second player. The leader replies, “With one eye 
shut ” As he says this, he closes one eye, and he must keep it closed 
until the end of the game. The same dialog now takes place between 
number two and number three, and number two must close his eye 
as he replies, “With one eye shut.” The dialog is repeated until 
everyone in the circle has one eye shut. Then the leader starts the 
second round, saying to number two, “My Uncle Joshua died last 
night,” and receiving the same response as before, “That’s too bad; 
how did he die?” But this time the leader’s reply to the question is 
different; he says, “With one eye shut and his face awry,” and he 
suits the action to the word by screwing his mouth to one side. This 
process is relayed around the circle until every player has one eye 
shut and mouth twisted. On the third round, the leader, and every 
other player in turn, answers the next player’s question thus, “With 
one eye shut, his mouth awry, and one foot held high.” Of course, 
he now must pose with one foot held high as well as with his eye 
closed and his mouth twisted. During the last round, the phrase “and 
waving goodbye” is added, so that when the game ends every player 
has an eye shut, his mouth twisted, a foot held high, and his hand 
waving vigorously. 

19. I WENT SHOPPING 

One of the players in the circle. A, says to the next one, B, “I went 
to town.” B asks, "What did you buy?” A then names any object and 
as he does so makes a motion suggestive of the object; for example, 
he may say “shoes” and shuffle his feet, or a “fountain pen” and make 
writing motions, or "candy” and make chewing motions. After A has 
replied to B and started the appropriate motion, B turns to C and 
remarks, “I went to town,” and when C asks what he bought, he 
makes the same reply as A did. This goes on until all players are 
busily making the first motion. Then A starts the second round, 
names a second article, and adds a second motion to the first. One 
motion is added to another until some player is unable to do them 
all at once. 

20. TOM THUMB GOT SICK 

The formula for this game is precisely the same as for Uncle 
Joshua Died Last Night, but the words and the motions are different 
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The dialog is: “Tom Thumb got sick.” “How did he get sick?” 
“Doing this.” On the first round, the reply “Doing this” is ac- 
companied by the first motion, patting the left knee continuously 
with the right hand. On the second round, each player continues 
the first motion and adds the second, patting the right knee con- 
tinuously with the left hand. There are five motions altogether, each 
to be done continuously, and eventually all to be done at the same 
time. The third motion is that of tapping the right heel on the floor; 
the fourth is tapping the left heel; the fifth motion is nodding the 
head vigorously back and forth. 

27. JlDD A MOTION 

This game is considerably different from the preceding three. A 
cumulative series of actions is involved, but the actions need not be 
continuous; furthermore, each player adds a new action whenever 
his turn comes. One of the players in the circle makes any motion 
at all— he pats the floor with his foot, waves his arms, sticks out his 
tongue, or anything else that he cares to do. The second player must 
repeat the action of the first and simultaneously do something else. 
The third player must make the first two motions plus a third. Thus, 
the game continues, each player repeating all previous motions and 
adding one of his own, until someone fails. This one must pay a 
forfeit or have a point scored against him. 

22. COLONEL BLIMP 

This rigmarole is done with a tall glass containing some sort of 
drink. One person goes through the entire series of motions and 
words, and others try to duplicate them exactly. The series seems 
rather complicated, and few people can duplicate it correctly the 
first time; but the words and motions form a definite pattern, and 
one who analyzes the pattern should not find them too difficult. The 
whole series includes three rounds. The second and third rounds are 
the same as the first, except that everything is done twice in the 
second round and three times in the third. Here is how it goes: 

Pick up the glass between the thumb and one finger of the right 
hand, saying, “Here’s to the health of Colonel Blimp.” 

Take one drink from the glass and set it down on the table with 
one distinct tap. 
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Wipe the right side of an imaginary or real moustache with the 
right forefinger, then the left side with the left forefinger. 

Tap the table at the right of the glass with die right forefinger, 
then at the left with die left forefinger. 

Tap the under side of the table with the right forefinger and then 
with the left. 

Stamp on the floor with the right foot and then with the left. 

Rise a few inches from the chair and sit down again. 

In the second round, everything is by two’s, like this : 

Pick up the glass between the thumb and two fingers, saying, 
“Here’s to the health of Colonel Blimp, Colonel Blimp.” 

Take two drinks from the glass and set it down with two distinct 
taps. 

Wipe the right side of the moustache twice, and then the left side 
twice. 

Tap the table twice with the right forefinger and then twice with 
the left. 

Tap the under side of the table twice with the right forefinger, 
and then twice with the left. 

Stamp twice with the right foot and then twice with the left. 

Rise from the chair and sit down again, twice. 

On the third round, take the glass with thumb and three fingers, 
take three drinks, repeat “Colonel Blimp” three times, wipe the 
mouth three times with each forefinger, tap the top of the table and 
then the under side, three times with each hand, stamp three times 
with each foot, and rise from and sit down in the chair three times. 


Section HI: Finding-and-defecting games 
Group A: Find Concealed Objects 

23. HIDE IN SIGHT 

The leader takes any small object, such as a thimble, a short 
pencil, or a nail, and shows it to the others. Then the others leave 
the room, and while they are gone the leader places the obj'ect 
somewhere in the room where it can be seen without anything being 
moved. The players come back to the room, and each tries to find 
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the object. When one does find it, he quietly takes his seat in such 
a way as not to reveal the hiding place. The game continues until 
all are seated. 

Sometimes a player is required, as he takes his seat, to call out 
some designated phrase, such as “Huckle Buckle Beanstalk:’ An- 
other variation requires all the seated players to join in a song, each 
new arrival taking up the song as he takes his seat. 


24. HIDE THE THIMBLE 

One player tries to find a small object that has been hidden some- 
where in the room by the others. As the seeker looks for the article, 
music is played. The loudness of the music is increased to indicate 
closeness to, and decreased to indicate distance from, the hidden 

nnin/ir ’ 


25. HIDDEN TREASURE 

This game is a sort of multiple Hide in Sight. Each player is given 

room tI rTT ° bl ' eCtS that have been bidden about the 
Z2 of' l®! a ?‘ des a “ d “cates location of each on a 

but Lit XTd he not be con£md *° concretc ob i“ ts > 

someS t" h r SUC a ‘“"S 5 “ S 3 Wrad ™ ™ver of a book « 

^fan^the on" T m * P , iCtUre lhat ha "S s on the «*“• The 

given time. * * accumulates ,hc longest correct list within a 


Gboup B: Detect a Person 

25. WHO'S THE LEADER? 

room oniTof tl 7 f T 3 ** WMe ^ “ man is out of the 
kind of motio ^that c! C uT”, “ d f i S nated lender. He starts any 
bis knee, waving his han/ < Pt -T: SOme h™ 6 ’ such as s l a PP in g 
same motion. When the ’odd'™ JilDg °" e ^ AU . others make *b e 
busily enraged in mnHn • m f n returns > the circle players are 
changes to a differenf niD ^. aS the leat * er did. Suddenly the leader 
motions at fteo^n 71' 7™’ 7 3,1 foUow changes 

mediately f 0 u 0 ^ v ^ lea™ Th/"!!/ 11 ! 1)16 0ther circle pla >' ers im ' 
leader is, that is wlm - 0< ^ P^ a y er must find out who the 

can be quite difficult and fh° ne t0 *? It the new motions - This 

'Vhen the leader is detected UhT deV f,° pS a Sur P risi ng interest. 

aetected, he becomes the next odd man. 
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27. BUTTON. BUTTON 

All players but one stand in a circle, each with both hands held 
forward, palms together. The odd man holds his hands in the same 
position, with a button between them. He goes to the circle players 
one at a time and passes his own two hands downward between 
those of each player in such a way that the others cannot tell 
whether he has left the button there or not. He moves rapidly until 
he has passed his hands between those of each of the others and 
has left the button in one of them. Then he says to all: “Button, 
button, who has the button?” Each player makes a guess until the 
one with the button is discovered. The one who makes the correct 
guess is next to pass the button. 

28. FIND THE RING 

One player stands in the center of a circle formed by the other 
players. The circle players hold in their hands a long string tied in 
a loop. A ring, through which the string passes, is shifted along the 
string from one player to the next, at will. The center player tries 
to follow the progress of the ring, and if he can call out the name 
of the player whose hand covers the ring, he takes his place. 

29. WHERE IS THE SQUEEZE? 

This game is much like Find the Ring, except that no actual object 
is passed. One player stands in the center of a circle formed by the 
others, the circle players holding hands. One player squeezes the 
hand of one of his neighbors, and the latter passes the squeeze to 
the next. The players continue to pass the squeeze along, reversing 
its direction as desired. The odd man tries to locate the squeeze. 
When he detects a player squeezing his neighbors hand, the two 
trade places. 


JO. UP JENKINS 

This game is played by two teams sitting on opposite sides of a 
table. The players on one side pass a silver quarter from one to 
another under the table. The captain of the opposing team calls, 
“Up, Jenkins,” and all players on the team with the quarter must 
hold both hands up well above the table, with fists clenched. The 
quarter, of course, is in one of the fists. Then the captain of the 
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opponents calls, “Down, Jenkins,” and all raised hands are slapped 
down on the top of the table, palms flat. The opponents now try to 
locate the quarter. The obvious procedure would be for the captain 
to consult with his teammates and then to name the hand in which 
he thinks the coin will be found. But the method actually used is 
better. The empty hands are designated first, leaving the one with 
the coin for the last. The captain consults his men and calls out a 
certain hand, which is raised from the table; then a second hand, 
and a third, until, if the guessing team is successful, only one is left, 
the one that must contain the coin. 

This may be thought of as a guessing game, but at its best, it is, 
to a great extent, a game of observation and deduction. 


Group C: Games for Automobile Riders 

Of course, a great many games that are commonly played else- 
where can, with little or no adaptation, be played by those who are 

and * & wise for people planning trips, 
cspecally with children, to have a stock of such games ready. This 

can be nla n °ed COn r n, v1 ^ Such S ames - but ">ther with ones that 

tion of tW J v dfa& are aU based A- observa- 
tion of things seen from the car-other cars or the roadside scene. 

31. TWENTY-FIVE POINTS 

thSrSeSt^T 8 in ? bservin g license plates of other ears; 
cm and so ™ I T "" £rSt car - tbe s “ond player the next 
Pfayer Wes to flnd I™ 68 v ° re “ baSed °"’ y °" bfe cars. Each 
numbe^of te w / T ^ nun,ber - and there fa no 1 in the 
a 1 he looks for a 9 ^ "T* Wa,t f ° r his next tum * After findin g 
the dWbtav 1 * v 3 ' and 50 on - For a two-digit number, 
license S 41659 would™ 0,6 bcei “ e n “niber in any order; thus, the 

teach 23Tfeil„r U n " H ^ 16 ’ 01 19 ' P^yer to 

one license plate. T " y ° ne number can be counted for any 


32 ’ AUTOMOBILE NINETY-NINE 

the Erst and tet t d5its a offte 1 n' Ven /' flVe n 0i c tS ' Eadl P ' ayer adds 

comes again he ad ! ,hc namber ,°n Inx first car. When his tum 
S n, he adds the first and last digits and then adds this 
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sum to the first total. He accumulates the totals until he has reached 
a grand total of ninety-nine. The first to do so is the winner, but all 
must have the same number of turns. If more than one reaches 
ninety-nine, the high score wins. 

This game may be varied to require the winner to reach exactly 
the designated number of points; if he exceeds this number he 
begins again at zero. In this case, a total of ninety-nine is too high; 
forty-nine is a better number. 

33. TEN PAIRS 

Each player selects, or is assigned, one digit. Then all players 
observe the license numbers of all cars, each looking for two of his 
own digit. The one who finds two of his digit scores a point, and the 
first to accumulate ten pairs is the winner. The pairs need not be 
together; for a player collecting sevens, 3157867 is just as good a 
number as 317753. There is no advantage in finding three of a digit 
on one plate, but four of them could count as two pairs. 

34. LICENSE-PLATE POKER 

Players take license plates in turn until each player has just one, 
and each man writes down his number. Each player makes the best 
poker hand possible from the digits of his number, and the best 
hand wins. Thus, a player with 750727 would have three sevens, 
whereas one with 374651 would beat him with a straight. It may be 
ruled that only the first five digits of each number can be considered, 
but it is probably better to allow all to be used; certainly better 
hands result from this system. 

35. TEN STATES 

Players take the passing cars in turn, each observing only the 
state in which the license was issued. The first player to accumulate 
ten different states is the winner. 

36. LICENSE-PLATE TRAVELING 

This game is especially good where a sufficient variety of license 
plates is to be seen, but in many situations it is not practicable. 
Each player selects a different destination, not too close to his own. 
All players observe all cars, and each man tries to find license plates 
from a series oF states that will take him to his imaginary destination. 



106 Games of Observation and Memory 

He may get there by a very devious route, but if he gets there first 
he wins. 


37. NAME THE CAR 

When a car is seen approaching, each player calls out his guess 
as to its make; the one who proves to be correct scores a point. If 
only two are playing and both call the same make, neither scores. 
If more than two are playing, those calling the same winner split 
the points. It may be well to delay the calling until the car is near 
enough for the players to base their calls on more than a pure guess. 


38. ROADSIDE 4N/M>»LS 

If only two persons play, each takes one side of the road; if more 
than two, they divide into teams, each team taking one side. Each 
team counts only animals on its own side of the road. Any animal 
coun one point eicept a white horse, which counts ten. Not more 
than one animal of each kind can he counted in a single herd. A 

J 0 ™ 1 ? as min “ s to. The first Side to reach a pre- 
determined total, say one hundred, is the winner 

T!! em ?\ be ™ ried at wffl > ^ should be modified 

LTot f 7 3 . “' ereS,S of the P Ia y®s. Some players 

Wulfor a c r t a U *" 0 f ” 3 ^druped, and some give a 
bonus for a cat sitting in a window. 6 


39. SIGNBOARD ALPHABET 

orfeanfthe nth '"5 036 side of the ™d, the other player 

Signbo™ ? thenTh 8 , e „ Ea l h C0ntestant must find tbe 'alter non a 
alphabTtls tm ? ° n a ' ater board, and so on until the 
signboard and the ] it ^ 036 J etter can be counl ed from each 
Order. A pia™ if, be ‘a’ 16 ' 1 in alphabetical 

hut they wffl do hta E S d 3 a 8 ™ 1 m “ y X ’ S bef0re he g ets *° w - 
b«omL^ 0 t^ n ”” S°od, and after u. has been counted A may 

activity, all players' 

<0 - *°« S , 0E alphabet 

observations arc^o'resWrt'e if m leai ?f 01 “dividually, and their 
for any object that bemnt ° ° n f roa< *- Each looks 

y ‘ ' be S lns w,th end the first player to call out the 
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name of such an object gets credit for it. If an apple tree is sighted, 
the first to call "apple tree” gets credit for a and then looks for an 
object beginning with b. Meanwhile, the other players are required 
to find other objects beginning with a. After a, each finds an object 
beginning with b, then c, and so on, until the entire alphabet is 
completed. The letters x and z should not be required. 

41. HOW FAR? 

All players agree on some object or point in the distance, and 
each makes a guess as to how far away it is. The guesses are com- 
pared with the distance shown by the speedometer, and the closest 
guess wins. 


42. WE’RE THERE NOW 

All players agree on some object or point in the distance, and 
then all close their eyes. Each player, when he believes that the 
point has been reached, says, “Were there now” and opens his eyes. 
The winner is the one who makes the best estimate. 



Chapter 9 

WRITING GAMES 


All TIIE GAMES IN THIS CHAPTER ARE PLAYED WITH PENCIL AND PAPER, 

Most of them are word games— based on guessing, forming, or chang- 
ing words— and some of them are similar to the oral games of 
Chapters 5 and 7. 6 


Section I: Word-forming games 
Group A: Anagram Games 


an ana S ram is a legitimate word or an in- 
oth<^ , C ^ rase that is formed by rearranging the letters of an- 
frnm t'hJ Ju ^ f 3Se ’ S * nCe e ^ er w °rd or phrase can be formed 
cxamnle ril ** . are Said to ana g rai ns of each other. For 
wor AFnrf e L ° rds and * oWer ^ anagrams of each other. The 

stnrpc east ^ 0ur ana g rams: eaters, teaser, seater, and 

tamr.tr/ Hj ^P 6 ana g rams 316 P os t-pots-spot-tops, mate-meat - 
Dress rlnv * m Cn ist ~ in ^ ets '^ isten -^ en t -tinsel. Some anagrams ex- 
Someume^r^ V *. or the eyes-they see. 

that does not rtviC ^ °/ 3 W j ld ° r P 1 ^ 6 are rearranged in a form 
as violet— tlivoc ThiT* but sim P 1 y a jumble of letters, such 
anagram of the firs7“ ^ of letters * not strictly an 

accurately called n r,irT * no * maIce a new word - hut is more 
fact, most of .lL V d UW * 1 umbled ™ord, or hashed word. In 
jumbled words mthSTw 1 ?? 1 ^ * thiS S6 ? ion are based on 
used in the samr* 3 ? ° r n tTUQ ana g ram s. Because the two are 
h= re as if ^ Same ^ “ 
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1. ANAGRAMS 

Each player is given a list of words, each of which can be re- 
arranged into at least one other word. The players can write the 
words from dictation but it is better to give each player a sheet with 
the words typed on it. A player is given a limited time in which to 
write beside each word a second word that is its anagram. For some 
words, it may be specified that two or even three anagrams be sup- 
plied. Some anagram combinations are listed on page 112. This 
game, like all the others in this section, can be played by individuals 
working alone, but is often better when two or three players work 
together as a team. 

2. JUMBLED WORDS 

Hashed Words. Pied Words 

The leader prepares a list of words in a certain category and 
jumbles the letters in each word. Each player is given a list of the 
jumbled words (or writes them from dictation) and is allowed a 
limited time to write down the original words. The player with the 
most correct answers in the allotted time wins. Any category that is 
of interest to the group can be used, and there is no problem in 
jumbling the letters. Examples are given in the two games that 
follow. 

3. JUMBLED CITIES 

Each player is given the following list of jumbled words (or 
writes them from dictation) and is told to unscramble each one to 
form the name of an American city. After a reasonable time, the 
papers are collected and scored or, perhaps better, the papers are 
passed to other players for scoring. The person with most correct 
answers wins. 


1. UOSHNOT 

2. TROSHNALCE 

3. GICHOCA 

4. HARBGIMMIN 

5. SNIKATYSAC 

6. STRUTPHIBG 

7. BLYANA 

8. RIBOLATEM 

9. DOVEPRINCE 


10. SCHORTREE 

11. SALADL 

12. SIVULOLILE 

13. 1THANGSNOW 

14. SNOBTO 

15. STREWCORE 

16. DANCEVELL 

17. YESRAUCS 


18. TRAPNOLD 

19. ROYWENK 

20. MASTONACRE 

21. NAPOLINESIM 

22. TOREDIT 

23. NAPSEKO 

24. SHAVLINEL 

25. NUSCOT 
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solution: 1. Houston; 2. Charleston; 3. Chicago; 4. Birmingham; 5. Kansas 
City; 6. Pittsburgh; 7. Albany; 8. Baltimore; 9. Providence; 10. Rochester; 
11. Dallas; 12. Louisville; 13. Washington; 14. Boston; 15. Worcester; 16. Cleve- 
land; 17. Syracuse; 18. Portland; ID. New Yorlr; 20. Sacramento; 21. Minne- 
apolis; 22. Detroit; 23. Spokane; 24. Nashville; 25. Tucson. 


4. JUMBLED FRUITS AND VEGETABLES 

This game is the same as Jumbled Cities, except that the words 
to be formed from the jumbled letters are names of well-known 
fruits or vegetables. 


1. BEGABAC 

2. INONO 

3. TRAIPOC 

4. TEECULT 

5. WRARSYTERB 
0. PURINT 

7. CROWAFULILE 


8. TOOTAP 

9. TROCRA 

10. GERANO 

11. CREMBUCU 

12. HRBBARU 

13. TOOTAM 

14. PELPA 


15. CHEAP 

16. SCINAPH 

17. YERELC 

18. ARDfllS 

19. FEGTURFAIR 

20. PLEANPIPE 


sournoN: 1. cabbage; 2. onion; 3. apricot; 4. lettuce; 5. strawberry; 6. turnip; 
11 l'i 8 ' 9 - I0 - orange; 11. cucumber; 12. rhubarb; 

tat; ?O pJeappi P ; I5 ' **** 18 ' 17 ' I8 ' »• g-P- 


5. ADD-A-LETTER ANAGRAMS 



1 . 

2. 

3. 
A. 
5. 
0 . 
7. 

a 

o. 

10 . 


Add a letter to 
Add a letter to 
Add a letter to 
Add a letter to 
Add a letter to 
Add a letter to 
Add a letter to 
Add a letter to 
Add a letter to 
Add a letter to 


ends and get tears asunder. 
anthem and get a kind of gas. 
stein and get quiet. 
ache and get a waterfront. 
panel and get a heavenly body. 
brute and get a servant. 
reeling and get undergarments. 
tone and get a kind of singer. 
ripe and get a steeple. 
hastens and get shacks. 
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11. Add a letter to bone and get carried. 

12. Add a letter to much and get pals. 

13. Add a letter to this and get a garment. 

14. Add a letter to meets and get units of length. 

15. Add a letter to ghosts and get ruffians. 

16. Add a letter to poet and get a storehouse. 

17. Add a letter to credit and get an explosive. 

IS. Add a letter to bargained and get a kind of cloth. 

19. Add a letter to starveling and get eternal. 

20. Add a letter to retain and get sure. 

21. Add a letter to under and get spoiled. 

22. Add a letter to later and get to tell. 

23. Add a letter to least and get a pale color. 

24. Add a letter to flirt and get something of little importance. 

solution: X. ends-rcnds; 2 . anthem-methane; 3 . stein, silent; 4 . ache-beach; 
5 . panel-planet; 6. brute-butler; 7 . reeling-lingerie; 8. tone-tenor; 9 . ripe-spire; 
10 . hastens-shanties; 11 . bone-bome; 12 . much-chums; 13 . this-snirt; 14 . 
meets-meters; 15 . ghost-toughs; 16 . poet-depot; 17 . credit-cordite; 18 . bar- 
gained-gabardines; 19 . starveling-everlasting; 20 . retain-ceitain; 21 . under- 
mined; 22 . later-relate; 23 . least-pastel; 24 . fliit-trifle. 

6. PROGRESSIVE ANAGRAMS 

In a progressive anagram, one begins with a given word, adds any 
letter, and rearranges the letters to form a second word, exactly as 
in Add-a-Lctter Anagrams. He then adds a letter to the second 
word, rearranges all letters to form a third word, and repeats the 
process as many times as required or as possible. For example, by 
starting with tea and adding letters one at a time, one can form scat, 
least, pastel, apostle, and even more words. 

In the game form of this puzzle, each contestant is given the same 
words, say four two-letter words. He forms from each of these 
words, by the process just described, words of tlirce, four, five, and 
six letters. The first contestant to complete a correct set of words 
wins. The two-letter words should consist of commonly used letters, 
so that a great many possibilities may be developed. Some of the 
best are am, an, as, at, if, in, is, it, on, and to. Some samples of 
progressive anagrams arc listed on page 113. 

Of course, this game could begin with single letters, but it seems 
better to start with two letters, so that all players start in the same 
direction. Words of seven or more letters may be required, but this 
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will slow down the game. This is an excellent game for groups of 
two, three, or four players, who act as teams and collaborate in 
selecting the words. 


7. SAMPLE ANAGRAMS 

The following list gives a few anagram combinations that can be 
used in some of the games just described. 


acme— came-mace 
acre— care-race 
ales— leas-seal 
amble— blame 
amen— mane-mean 
ample— maple 
argue— auger 
arts-iats-star-tars 
nslecp-elapse-please 
aster— ratcs-stare- 
tarcs-tears 
astute— statue 
battle— tablet 
bleat— table 
blister— bristle 
bowl— blow 
bruise— hutics-rubtes 
cared-ccdar 
charm— march 
cheap— peach 
chesty -scythe 
citadel-dialect 
clasp— scalp 
clean— lance 
crate-trace 
dale— dcal-ladc-lead 
dare— <1 ear- read 
deigns— design-signed- 
singed 

diet— edit-tide 
i disease-seaside 


earth— heart 
east— eats-sate-seat-teas 
emit— mite-time 
enlarge— general 

enlist— inlets-listen-silent- 

tinsel 

evil— live-veil-vile 
filter— trifle 
finger— fringe 
flier— rifle 
flow— fowl- wolf 
fluster— restful 
forest— softer 
groan— organ 
interrogatives— tergiver- 
sation 

horse— shore 

lair— liar-rail 

lame— male-meal 

lament— mantle 

lamp— palm 

laves— salve-slave-vales 

leap— pale-peal-plea 

least— slate-stale-steal-tales 

lemon— melon 

lemons— melons-solemn 

lim es— mil es-slime-smile 

loiter— toiler 

low— owl 

lump— plum 

luster— result-rustle 
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marble— ramble 
mate— meat-tame-team 
mesa— same-seam 
naps— pans-snap-span 
neither— therein 
nerve— never 
north— thorn 
panel— plane 
pare— reap 
part— trap-rapt 
pastel— staple 
paws— wasp 
petal— plate-pleat 
post— pots-spot-stop-tops 


M3 

prides— spider 
priest— sprite-stripe 
reins— resin-rinse 
risen— siren 
salve— slave 
setter— street-tester 
sever— verse 
silent— tinsel 
sinew— swine-wines 
sleet— steel 
state— taste 
sword— words 
united— untied 


8. SAMPLE PROGRESSIVE ANAGRAMS 

as— sap-pals-lapse-please 

at— tab-bats-baste-beasts 

is— sit-this-shirt-thirst 

pa— map-Iamp-palms-clamps 

pi— rip-pier-spire-priest-sprites 

or— nor-tom-north-throne 

if— fir-rift-flirt-trifle 

at— sat-eats-teams-master-stammer 

end— rend-under-ruined-insured 

it— sit-pits-spite-stripe 

in— gin-ring-grind-ringed-reading 

an— tan-neat-meant-anthem 

an— tan-rant-train-rating-parting 

it— nit-tine-niter-retain-certain-reaction 

end— dens-sends-denser-fenders 

an— ant-tans-rants-strain-rctains-haimets-tamishcs-trainsheds 


Gnour B: Buiued-Word Games 

9. BURIED WORDS 

Concealed Words. Hidden Words. 

A proverb or other sentence is announced, and each contestant 
writes it on a sheet of paper. Then he writes down as many hidden 
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words as he can form by combining successive letters. All words 
must use the letters in the exact order in which they appear. No 
one-letter words may be used, nor any word as it appears in the 
original. For example, the proverb “Appearances are often deceitful” 
provides at least the following words: pear , ear, ran, an, ten, tend, 
end, deceit, and it. Although it is easy for one to overlook a word, 
the process of finding the words is a brief one, and players should 
be allowed only a very short time. At the end of the prescribed time, 
all should stop writing at once and the numbers of acceptable words 
compared. 


10. BURIED CATEGORIES 

Each player is given a series of sentences, with instructions to 
look for words in a certain category, the words being buried as in 
e game above. Usually, the player has a series of sentences with 
one word of the prescribed category buried in each, but sometimes 
, sentences are in a continuous paragraph with the buried words 
scattered at random. Players are given a short time to find the words 
and are scored on the number of correct ones found. The four games 
that follow arc of the same type; others can be devised easily 

11. BURIED QUADRUPEOS 

foo^ntdViied" 3 ‘ hlt ft>U ° W ^ 1116 ° f 3 ^ 

1. Take the calico with you. 

2. Your new hairdo gives you a youthful look. 

•i- John abhors every kind of joke. 

4. On the level. I only wish to help you. 

0 I’d rather if 1 ™ u'' 2 8 ame un less >' ou go at it more vigorously. 
" 1U rather be right than president. 6 1 

■ * s ** lls tlie help I get? 

8. Wo arc invited to a dinner on Friday. 

10. ho™ I 1 '!,"! Fr “ liEC ’ remember y<™ manners, 
nope you will try to be a very good boy. 

«grr. to. uiJST' “ d ° s ’ 3 ' !>or “ ; 4 - hoo; 5. goat; 0. rat; 7. pig; 8. toad; 
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12. BURIED BIRDS 

Each of the following sentences conceals the name of a well- 
known bird. The well-informed ornithologist is warned that some 
of the names are general, not specific. 

1. This transmitter sends out microwaves. 

2. Now, let me see what you can do. 

3. Do you think that Fred started all this? 

4. Do you recognize a gleam in her eye? 

5. I feel a distinct throb in my arm. 

6. Yesterday s thaw killed our chances for skating. 

7. Not more than an horn* ago I saw her on the street. 

8. Joe, the basketball star, lingered after the game. 

9. The pigs wallowed in the mud behind the bam. 

10. This is not the particular kind that I had in mind. 

solution: 1. crow; 2. owl; 3. redstart; 4. eagle; 5. robin; 6. hawk; 7. heron; 
8. starling; 9. swallow; 10. lark. 

13. BURIED FLOWERS 

Each of the following sentences conceals the name of a common 
flower. 

1. After you wash the pans, you may prepare lunch. 

2. 1 had to pay several taxes on this car— national tax, state tax, 
and city tax. 

3. Did Chopin know Beethoven? 

4. If this car goes any faster I will fall out. 

5. The plane is now dropping food to the marooned people. 

6. Before we knew it, the rhinoceros entered the water. 

7. I believe it is the best plane money can buy. 

8. That scow slips through the water like a rowboat 

9. I understand that the panda is your favorite animal. 

10. Is your porch identical with ours? 

solution: 1. pansy; 2. carnation; 3. pink; 4. aster; 5. snowdrop; 6. rose; 

7. anemone; 8. cowslip; 9. daisy; 10. orchid. 

14. BURIED TREES 

Each of the following sentences conceals the name of a tree. As 
in some of the other buried-word games, the names arc likely to be 
general, not specific. 
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1. John is not so good a swimmer as Henry. 

2. To hem the dress, you’ll have to insert a pin every inch or so. 

3. If I lend you the money, you will owe me ten dollars. 

4. Of what material is this mantel made? 

5. The tailor gave your suit a very fancy press. 

6. I hear that a bumblebee chased you. 

7. If I receive the invitation, I will accept it. 

8. I believe that he has them locked in the vault. 

9. She sent a message to a knight in a foreign land. 

10. The store had muslin, calico, poplin, denim, and other kinds 
of cloth. 

h°X™9. 1 i*io 2 il£ 8 - wfflow: 4 - elm; 5 - 6 - Wh; 7 - 


Group C: Other Word-Forming Games 

15. DICT/OtMRr 

M players are given the same long word-one of at least seven, 
n perhaps as many as ten or eleven, letters. Each contestant then 
of the J™™ m r an ^ i£Eerent words as he can form from the letters 
nulher S on o ' Th ? : letters be in any order, and any 

n^ecTfiel “ S ^ te “ Sed ' but each w ° rd include at least 
three hut . mlnimun ? number of letters; this minimum is commonly 
ix comZT SItUati0nS . f r iS be «cr. Thus, if the given word 
including crnnJ °h’ < j? 6 , cou ' d ^ onn a great many other words, 
fa a "trie Zrd 7 ’ ' and noUon - An y let,er be used 

“nd nomel rl Vi- ”T y as il a PP<^ “ «» given word, 
should alwavs h . W j rds are not P erm >tted. A dictionary 

appears in this n Z W ° rd sh ° uld be ac cepted unless! 

C com^Ue P ^ CU t^ F] * yeis a definite 

player with the longest tet’wfaT * *" C0UD,ed ’ “” d 1116 


'«■ dictionary race 

letters '\vhich°he°kn )lCb0Ilary ’ 'If Ieader selects a word - from fte 

made. He then ann^Z “ “".her of words can be 

possibilities. For esamZ f " Um , ber , ^“al to about half the total 
or example, rf the leader finds by advance trial that 
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the word will produce thirty-two other words, he announces 
sixteen. Then all players are given the original word and directed 
to form from it the announced number of other words. The first to 
produce this number is the winner. 


Section II: Word-naming games 

Group A; No Letters Are Given 

17. INVERSIONS 

Reversals 

Each player is given a list of statements, each of which contains 
definitions or synonyms of two words. Each pair of words is such 
that one can be formed by spelling the other backward, as with 
pin and nip. Players are given a restricted time for writing the words 
and are scored on the basis of the number correctly named. The 
following are suggestive only: 

1. Invert wicked and get to survive. 

2. Invert a brief sleep and get a cooking vessel. 

3. Invert clever and get vehicles. 

4. Invert a stopper and get to swallow hastily. 

5. Invert an animal pest and get a black substance. 

6. Invert a snare and get to separate. 

7. Invert part of a ship and get a vegetable used in soup. 

8. Invert jump and get a loud tone. 

9. Invert eager and get a professional singer. 

10. Invert boast and get clothing. 

11. Invert created and get a kind of cheese. 

12. Invert a part of the mouth and get self-satisfied. 

13. Invert an untruthful person and get a long narrow piece of 
material. 

14. Invert to come together and get abounds. 

15. Invert a wild animal and get a tall grassy plant. 

solution: 1. evil-live; 2. nap-pan; 3. smart-trams; 4. plug-guln; 5. rat-tar; 

0. trap-part; 7. Iccl-Ieclc; 8. leap-peal; 0. nvid-diva; 10. brag-garo; 11. mado- 
edam; 12. guras-smug; 13. liar-rail; 14. m«rt-tecm; IS. deer-reod. 
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78. BEHEADUENTS 

Decapitations 

In this game, as in tlie preceding one, each player is given a list 
o statements, each statement giving clues to two words that the 
p ayer is to guess. In this case, the second word of each pair is 
ormed from the first one by dropping the initial letter, as stone-tone. 
Thepayer scores one point for each cornet answer that he is able 
to write down in the allotted time. Some examples follow: 

I. Behead a small valley and get a beverage. 

3 rS^j 3 C ° m T n flUit and get a P art of the body. 

4 n l j a j eSSC and get another of the body/ 

4. Behead a dress and get a stone. * 

■ Behead an aquatic animal and get healthy. 

7 Behead nar/'f ^ and gCt a P a '‘ of a shoe ' 

8 Reheat P .,i a fence and get consumed. 

Behead a ™ S et a '“ger domestic one. 

Behead “g -n a door. 

Behead ^ a " d get ata >osphere. 

is. bS : tto ri and r a supp ° rt f ° r 

14. Behead * £ 

■ Behead a place for horses and ? g et a"pte of furniture. 

SOLUTION! 1, VfilfWilo- O M 

Sat&-«e; 8?£oJS f 5. whale-hale; 

harbor— arbor; 13. 

Players fo Gf0GS/1 fHr relay 

parallel lines. The man at tb/^ f? US j teams ’ the teams sitting in 
a P>ccc of stiff cardboard or ° f each team has a pencil and 

While sitting ft, an ordi ch ™ a eIse ™ wh ich he can write 
cardboard writes on it theZame w v S , lgna1 ’ eac h man with the 
<° *he next man 0 „ his tea" ^/"" Y °f and hands the card 
below the first name, the name of „ SeC °I ld man ™mediately writes, 
bew York, and then hands the n 1 ? ^ merican cit y that is west of 
name of ““ “«• third man 

the card reaches the last man wb . Se “ nd ° ne ' and 50 °n until 
man ’ Wh ° ™t“ the name San Francisco: 


8 . 

9. 

10 . 

11 . 

12 
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Each city must be west of the one above it. The first team to travel 
from New York to San Francisco with a correct list of city names 
wins. 


20. SYNONYMS 

A list of from ten to twenty words is prepared, and the same list 
is given to all players. Each player writes beside each of the given 
words another word that is its synonym. He selects the shortest 
synonym he can think of. Papers are collected or traded, and the 
total number of letters required for all the synonyms together is 
counted for each player. The low score, of course, wins. For 
example, if one of the given words is stop , the player who gives 
discontinue as a synonym does not do well compared with the player 
who gives the word cease, and one who gives end does best of all. 
A disadvantage of the game is that there is always some question 
as to the acceptability of some words as synonyms of others. 

21. STfPWORDS 

Each player or competing group is given several, say five, pairs 
of words, the two words of each pair having the same number of 
letters. All contestants are given the same words. Working on one 
pair at a time, a contestant takes one word of the pair and changes 
just one letter— any letter— without altering the order of the other 
letters, and forms a new word; that is, he eliminates one letter and 
substitutes any other letter of the alphabet for it. For example, if 
he starts with man he has a great many choices: he might change 
the first letter so as to form ban, can, fan, pan, ran, tan, van, or wan; 
or he could change the second letter and form men; or he could 
change the final letter so as to form mat, mar , mad, map, or maw. 
He makes the same kind of change in the newly formed second 
word so as to form a third; he changes the third to form a fourth, 
and so on, until he arrives at the second word of the prescribed pair. 
For example, the problem of going from dog to cat could easily be 
solved by dog— dot-cot-cat, or by dog— cog-cot-cat. Many pairs 
require considerably more steps than this one, and some are im- 
possible. In preparing the words, the leader should prefer those of 
three or four letters, and is seldom justified in assigning words of 
more than five letters. He must satisfy himself that the change from 
one word to the other can be made, although the number of steps 
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that he himself requires is of no importance-the players may do 
better than he. 

Tile contestants are given a limited time to work, sufficient time 
for most players to complete all the changes. Then the papers are 
collected and scored on the basis of the number of steps required 
for all the words. Naturally, the one who makes all the changes in 
fewest steps is the winner. A few samples of stepwords follow 6 

22. SAMPLE STEPWORDS 

thJIlilf aDgeS i \ theSe t ste P' vords arc ™t necessarily made with 
tne minimum number of steps. 3 

1. Bed to Cot: bed-bet-let-lot-cot 
2 ' 

5. Call to Help: call-hall-hell-help 

7 Dnnowfd heat - beat - boa t-coat-colt-cold 
g rZ ° i Vef: dry-wry-way-wad-wed-wet 

8. Eye to Ear: eye— ere-err— ear 
10 fw ? east -P^t-pest-west 

I?' siZ d ,t r mj: hnrd— card-cart-cast-east— easy 

12^ Bat to Pig^bit— fag^^.^tg^ Ot ' bo0 ^' boa ^' coa ** cos t" cas t~tast 

t r 

s £F 

18 . ntch Vr s -clc— s iHc-siU-will — well 

nor.- rich nce-ride-rode-role-pole-poll-pool-poor 

Gnoup B: Initial Letter ,s Given 

23. CATEGORIES 

Eadi pla - ■ • Gu gg enheim 

»nd '•crticanint| 1 fomL Pr r C ort rKi f” himSeIf ' a clurt of horizontal 
l«»ecanbeused,butthe 8 mo r" SCS ° r ^ 0xes ” An y number of 
the most common number, and probably the 
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best, is twenty-five; that is, the chart has five horizontal rows and 
five vertical columns. The leader announces five categories for 
words, and each player writes the names of these categories at the 
left of the rows, one for each row. Then the leader announces five 
letters; these are usually, but not necessarily, letters that spell some 
common word. The player writes the five letters at the tops of the 
columns. For example, the designated categories might be flowers, 
cities, famous people, animals, and foods; and the letters might be 
P-A-T-C-H. Each player would then have a chart consisting of five 
columns with five boxes in each column, with the letter P at the 
head of the first, A at the second, T at the third, C at the fourth, and 
H at the fifth. The word Flowers would be at the left of the top row, 
Cities at the left of the second row, and so on. The player then 
writes down twenty-five words, one in each box; each word must 
belong to the category at the left of its row and must begin with the 
letter at the top of its column. A liberal amount of time should be 
allotted, so that most of the boxes will be filled. After the allotted 
time, the papers are traded and scored in this way: 

For each acceptable word, a player scores one point for each other 
player who does not have this word. For example, if ten are playing, 
one who writes Pittsburgh for a city beginning with P, will probably 
find that some of the others have written the same word. If he should 
have the good luck to be the only one who names Pittsburgh, then 
he would score nine points, since there are nine other players who 
do not have this word; but if one other player named the same city, 
there would be eight players who did not do so, and each of the two 
with Pittsburgh would score eight points. Scoring is not at all dif- 
ficult and is done most conveniently by trading papers and having 
each player call out the words on the paper that he holds. 

The following sample will illustrate the game: 

PATCH 
flowers Peony Anemone Tiger Lily Columbine Hollyhock 

cities Pittsburgh Ann Arbor Tncoma Canton Houston 

people Tope Archimedes Tennyson Caesar Holmes 

animals Polar bear Anteater Tiger Cow Hone 

foods Peaches Artichokes Tomatoes Catsup Hash 

24. ONE-LFTTfR C47£GO*ffS 

The players write down a relatively long list of categories— at 
least ten and possibly as many as twenty. A good method for select- 
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ing the categories is to allow each player in turn to name one and 
let all write them down as they are called. Then the leader an- 
nounces a single letter, and every player tries to write one word 
for each of the categories, all beginning with the announced letter. 
The score is determined as in Categories: For each acceptable word 
a player scores one point for each other player who does not have it. 


25 . T AIL-AND-HEAD CATEGORIES 

Each player prepares a chart like the one used for Categories 
but without letters at the tops of the columns; that is, he has five 
rows of five spaces each, with a different category name at the left 
of each row. He must write a word in each of the twenty-five spaces, 
five words m each category. Of the five words in each category, the 

second 3 *Vi he ° ne at , the Ieft ’ may be S in an y letter, but the 
W r V finaI letter of ,he "™ d > *e third 
look like this: 6 ” ° ' 6 SeCOnd ’ and so on ' A Player's chart might 


Rabbit 

Arkansas 

Aster 


Toad 

South Dakota 
Ragged Robin 


nagged non 
New York Kansas City 

Tomato Orange 


Elephant Tiger 

s»“ tWn ' oSai? 

Kalamazoo Oshkosh Houston 

V “ CT ““ 3 Apri “' Eggplant tomato Orange 

word' ifcach ^ re( l u ™g the first 
the preceding one^ Ifthfc^.l' VIth 1116 Ena * !etter ° f 1116 ,ast word in 
then the firsutate would hTve toT ™ exam P Ie above ’ 

letter of the last-nim^d • i ° hegm with D, since this is the last 
to require only four worck™ ^ mle ’ il is P r °bably better 

In another Cm™ T^. iDS,ead ° f five ’ 

columns instead of the’ rows- 'll “ I1 ! J ’ head ,dea K a PP Iied to the 
the final letter of the word • » t. 1S> eacb word mus t begin with 
(or any othi) £ L2 £ 1 ??* “*/ the words of the first 
radish ^ e - P'g—Georgia-aster-Rochcstcr- 


For this 24 ,N,T,AL B,0 <**APHr 

claims not to have^^he hTn bave a midd Ie name; if anybody 
writes his three Ule Iaad «- played 

■n« at the top of n sheet of paper, and thin ihe 
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papers are passed around so that each person has a paper with an- 
other’s name on it. A series of questions is to be answered; these 
questions can be on the paper originally, or they can be written 
from dictation. Each player writes for each question an answer that 
applies to the person whose name is at the top of the sheet. In every 
case, the answer must be in exactly three words, and the words must 
begin with the initials of the person to whom they apply. The 
papers are collected, shuffled, and read, each writer scoring one 
point for each acceptable answer. The following example will show 
how the game works: 


1. To whom does this paper apply? 

2. What is his occupation? 

3. What is his suppressed desire? 

4. What is his nature? 

5. What is his favorite pastime? 

6. What does he think of the other 
sex? 

7. What of his future? 

8. What is his idea of the world in 
general? 


David Louis Brownell 
Dragging large barrels 
Dating Lauren Bacall 
Damed lively bozo 
Denouncing loquacious bores 

Darling luscious bundles 
Doesn’t look bright 

Danger, let’s beware 


27. PROGRESSIVE WORD-BOXES 

Each player has a chart of five columns and seven rows, making 
thirty-five boxes. At the top of each column is a letter, the same for all 
players, and at the left of each row is a number; the numbers, from 
top to bottom, are 4, 5, 6, 7, 8, 9, and 10. The player is required to 
write a word in each of the thirty-five boxes, each word beginning with 
the letter at the top of the column and containing as many letters 
as designated by the number at the left of the row. There are no 
categories, and any words at all may be used as long as they meet 
the requirements of initials and length. Players are given a pre- 
scribed time to fill in the boxes; then the papers arc scored, one 
point for each acceptable word. If the prescribed letters were 
T-A-B-L-E, a player’s chart might look like this: 


T 

A 

B 

L 

E 

4 lake 

able 

bent 

lost 

ends 

5 table 

after 

broke 

leans 

earth 

0 tanned 

autumn 

breeze 

larger 

ending 

7 tarnish 

against 

bending 

likened 

exactly 
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T 

A 

B 

L E 

8 tomatoes 

9 tabulated 
10 thereafter 

autumnal 

aggressor 

aggregates 

bundling 

bombastic 

bedraggled 

loosened enervate 

lessening ectoplasm 

luminosity encyclical 

Of course, 
other row is 
than ten. 

dherxvoid k n S tbs ma y be prescribed; sometimes an- 
added for words with any number of letters greater 

Gnoup C: Other Lsttebs Abe Prescribed 



25. WORD ENDINGS 

Each player is given, or writes from dictation a list of word 

s^Yllabte h?^ them ' Th6Se W ° rd endfa g s are 
that^orm * h A* eacl j 1S any COmbinatio n of letters, usually three 

t:°r on words - such » ^ 

and don Th#» /’ * . ’ cr> am > ose > ene > nse, ken, adu, elit, itu, 

for each give/cndln^ FT" * T* ame to complete words, one 
■■as ° n ihc »»*« h C 

regardless of length For ' 26 u " ca P* tabze d word is acceptable, 
above might be used in th * Sm ? e> t le ® rst dlree of the endings 
8 USCd W 11,0 words «*««*. dames, itch, and twenty. 

25 . FILL-INS 

h Vf m of a * &»■ 

>0 supply the missing letters so as tTomTlTrlT’ he fa re, 3 uired 
scores one point for each » ui COm P^ ete tbe list of words, and 
long, consisting of thirty or f or tv \ * rbe 1151 sbou ld be fairly 

Is essentially a test of speed mjd for game ’ Uke simi,ar ones > 

given the same amount of t’im n 1 U " S reason aU Payers must be 

“ il Ly be 

or even six, letters each" ’ ° f COUrsc ’ V calli "g for words of five, 

. , J0 - ACROSTIC CONrEST 

A wonl of five si, „ 7 

Writes the letters' of thu\™d I* ^ anno ™ood, and each player 
'OU! "ord in a column down the left side of a 
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sheet of paper; he then writes the same word in a parallel column 
to the right of the first one, but this time in reverse order; for 
example: 

B T 

A E 

S K 

K S 

E A 

T B 

He now proceeds to write words (six of them in the example 
given) beginning and ending with the given letters, in each case 
writing the longest word that he can think of. He scores one point 
for each letter used in an acceptable word. For example, BET is 
correct for the first word in the example, but it scores only three 
points; BENT is a little better, scoring four; BOMBAST is still 
better, scoring seven. 

37. IONG-WORD GAME 

This game is much the same as Acrostic Contest, except for the 
location of the prescribed letters. Each player is given a list of about 
ten combinations of two or three letters each and is required to 
incorporate each combination in a word, the longest word possible. 
Any combination of letters can be used, but it is best to use those 
that are not commonly found at the beginnings or ends of words, 
for example bn, utu, ino, gg, ndl, nc. Each letter correctly used scores 
one point. Thus for nc, the word inch scores four points, but 
encyclopedia scores twelve. 

32. SHORT-WORD GAME 

This game is the same as Long-Word Game, except that the 
players write the shortest words possible. Each players score is 
determined by counting the letters in all his words, and the low 
score wins. The prescribed letters must be selected so as not to 
suggest obvious three-letter words. 

Section III: Composition and drawing games 

This section includes games or stunts in which the players com- 
pose verse, write prose, or produce drawings. They are similar to 
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some kinds of puzzles, but are not puzzles because they do not have 
correct and incorrect answers-only answers that are more or less 
clever. 

33. TELEGRAMS 

The leader dictates fifteen letters, and each player writes a tele- 

IT ™ TTT’ USing aS toitia,s the assi g” ed letters in correct 
rder. The dictated letters may be chosen at random, or may make 

up a word or group of words appropriate to the occasion. 

34. CRAMBO 

an C JT!T “ 77 game ' Each P la y CT is given a question and 
y unrelated noun, either common or proper. The leader 

ZibmeX q “f° n r and D ° UnS advance > shuffle and 

a quesfen ™ n t F f ' eaCh P ’ ayer may be asM to ™ te 

beT T T m a '? ? pa P er and a ™ another, the slips 
may h*“ed. “r e" TT 7 ** pIayers ' An T kind ° f questions 
"cef” ‘tZ m ° T P u D ° y ° U Iike P eonies? ” “Who fc Liber- 

a“rptat7cTt G y e± S wrh a !? ah ? r0 » ? * ^ -uns are 
all, ’ g Vashington, boy, telegram, or anything at 

is required toTitea q uestion and a nD nn, each player 

noun in doing “T 016 ^on a ” d uses the 

not very good but ah wffl hHZT “** *° be itched and 
clever indeed. Sunnnqp n t anc * a ^ ew ^ em ver y 

question, “When did Cob 6 \ G r! eSS clever P oe ts should draw the 

“telegram. He migZ?nttL d,SC ° Ver 3 ” d *>» ”» 

**7 tT l n!oTmed b y telegram, 

And I do believe its true. 

That Columbus discovered America 
la fourteen ninety-two. 

Eart. 1 PROG 'ESSIV£ POEMS 

a w en-teo™ r p™m S orViw thTl? f 3 VerSe ' eitber a q uota tion from 
folds the paper so ti at hTTl “fP oses for the occasion. He 
below the fold, and hands T E “ 1 °° t be seen ' copies the last word 
then writes a second line that IT* '° **“ next P la y er - The latter 
mS ‘ hat rh >™ es «ith the first, folds the paper 
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again, and hands it to the third player. The process is repeated once 
more, so that the result is a four-line poem with all lines rhyming. 
Another method is to have the poem consist of a series of couplets, 
no couplet rhyming with any other. In any case, it is important that 
the meter of the lines of any poem be the same. The easiest and best 
way to make sure that they are the same is for the leader to specify 
the meter and line length in advance. 

36. WANT ADS 

Each player is given the classified advertisement section of a 
newspaper. Scissors, paste, and sheets of paper should also be avail- 
able. Tlie player clips words, phrases, or sentences from the ad- 
vertisements and recombines them by pasting them to a sheet of 
paper. His object is to make a synthetic advertisement of a comical 
or incongruous nature. The finished products are exchanged and 
read. 


37. BLIND DRAWING 

With all lights out, or while blindfolded, each player draws a 
picture of any assigned simple object, such as a house or a pig. 
After they have finished the first assignment and have had an op- 
portunity to relax, he calls for further drawing. For example, he 
might assign a house and then, apparently as an afterthought, call 
for a walk leading to the house, or smoke coming from the chimney. 

38. Sf LF-PORTR4IT 

A player has a large paper bag slipped over his head (no holes 
for eyes ) . Then, with a piece of charcoal or other very soft drawing 
material, he draws a picture of his own face on the sack. His 
attempts to do so are likely be to very amusing. 

Section IV: Conundrum games 

A conundrum is a riddle based on a pun. In most cases the pun 
is in the answer, as in "What author is good for breakfast?” ( Bacon). 
In some cases, however, the pun is in the question, as in "What 
grows bigger the more you contract it?” (A debt). A conundrum 
game is simply a collection of conundrums with a pun in each 
answer and with all answers in a prescribed category'. The category 
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may be a class of real things, such as trees, Bowers, or cities (here 
called a Straight Conundrum Came). On the other hand, the 
category may be an artificial one, based only on the sound of the 
word or words in the answer (here called a Phonetic Conundrum 
Game). 

Every player is given a list of the questions and is required to 
supply the answers within a limited time. It is best to have the 
questions typed in advance. Each player scores one point for each 
correct answer. It is certain that some answers will be different from 
e anticipated ones and still completely correct; such answers 
should be given full credit 

Group A: Straight Conundrum Games 


1 . 

2 . 

3 . 

4 . 

5 . 

6 . 

7 . 

8 . 

9 . 

10 . 
11 . 
12 . 

13 . 

14 . 

15 . 

16 . 

17 . 

18 . 

19 . 

20 . 
21 . 
22 . 

23 . 

24 . 


What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

What 

mat 


3?. WHAT FLOWER ? 

flower is what a man did when he proposed? 

flower do unmarried men often lose? 

flower results from Cupid's arrows? 

flower is a pretty girl who has been jilted? 

flower is a dairy product and a dish? 

flower is a country with lots of automobiles? 

flower is an animal's mistake? 

flower is a dressed-up ferocious animal? 

flower is a sweetheart's farewell? 

bower is the time for tea? 

flower is part of an eye? 

flower is a preacher? 

flower k Wha ‘ SayS ,0 J° ho “ *• ™™'ng? 

flower is footwear? 3 " 16 “ d h<! WriteS tt With? 

flower is a bird and a riding accessory? 

flower is between hills? 7 

flower IS a way for a man to get rich quick? 

flower suggests the rising sun? 9 

flower do shepherds watch? 

flower is neat rows? 

flower is a tattered bird? 

fl-S £ when he sat °° * 
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25. What flower is an amiable man? 

26. What flowers are the place for a kiss? 

answers: 1. aster; 2. bachelor buttons; 3. bleeding heart; 4. bluebell; 5. but- 
tercup; 6. carnation; 7. cowslip; 8. dandelion; 9. forget-me-not; 10. four o’clock; 
11. iris; 12. jack-in-the-pulpit; 13. johnny-jump-up; 14. jonquil; 15. lady’s 
slipper; 16. larkspur; 17. lily of the valley; 18. marigold; 19. morning glory; 
20. phlox; 21. primrose; 22. ragged robin; 23. rose; 24. sweet peas; 25. sweet 
william; 26. tulips. 

40. WHAT TREE? 

1. What tree is found after a fire? 

2. What tree tells what a boy does when he has been spanked? 

3. What tree is nearest the sea? 

4. What tree is a worn-out joke? 

5. What tree is often found in bottles? 

6. What tree keeps a lady warm? 

7. What tree is an insect? 

8. What tree does everyone carry in his hand? 

9. What tree suggests a parent? 

10. What tree is a pretty girl? 

11. What tree is a couple? 

12. What is the straightest tree that grows? 

13. What tree is in high favor? 

14. What is the neatest tree? 

15. What tree grieves most? 

16. What tree is older than most others? 

17. What tree is a carpenter’s tool? 

18. What tree is a body of water? 

19. What tree marks the advance of time? 

20. What tree sighs and languishes? 

answers: 1. ash; 2. balsam; 3. beech; 4. chestnut; 5. cork; 6. fir; 7. locust; 

8. palm; 9. pawpaw; 10. peach; 11. pear; 12. plum; 13. poplar; 14. spruce; 
15. weeping willow; 16. elder; 17. plane; 18. bay; 19. date; 20. pine. 

41. WHAT LETTER OF THE ALPHABET? 

1. What letter is an insect? 

2. What letter is a body of water? 

3. What letter is a river in Scotland? 

4. What letter is a command to a horse? 

5. What letter is in the head? 
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6. What letter is a bird? 

T. What letter is part of a house? 

8, What letter is a printer s measure? 

9. What letter means to he indebted? 

10. What letter is a spring vegetable? 

11. What letter is an actors signal? 

12. What letter is a beverage? 

13. What letter is a sheep? 

answers: 1. B; 2. C; 3. D; 4. G; 5. 1; 6. J; 7. L; 8. M; 9. O; 10. Pi IL Ql 
12. Tj 13. U. 

42. WHAT LETTERS? 

1. What two letters are a number? 

2. What two letters describe a snake’s eyes? 

3. What two letters mean poorly dressed? 

4. What two letters mean to rot? 

5. What two letters mean not difficult? 

6. What two letters mean results? 

7. What two letters mean cold? 

8. What two letters are a vine? 

9. What two letters are a kind of pepper? 

10. What two letters are a girl's name? 

11. What two letters mean vacant? 

12. What two letters mean jealousy? 

13. What two letters are a kind of doth? 

14. What two letters mean an attractive girl? 

15. What two letters are a written composition? 

16. What two letters are a county in England? 

17. What two letters are a tent used by American Indians? 

18. What two letters mean to surpass others? 

19. What two letters mean superfluous? 

20. What double letter contains a great deal of water? 

21. What double letter means comfort? 

22. What double letter means what bad boys do? 

23. What double letter means not ignorant? 

24. What three Letters mean a funeral poem? 

25. What three letters mean a foe? 

26. What three letters are something of which a small boy has 
a lot? 
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27 . What three letters mean a place of quiet pleasure? 

28. What three letters mean happiness? 

29. What four letters mean a person has been found? 

30. What five letters mean fitness? 

31. What two letters and a number mean a drug? 

answers: 1. A-T; 2. B-D ; 3. C-D; 4. D-K; 5. E-Z; 6. F-X ; - 7. I-C ; 8. I-V 
9. K~N; 10. K-T or L-C; 11. M-T; 12. N-V; 13. P-K; 14. Q-T; 15. S-A; 16. S-X 
17. T-P; 18. X-L; 19. X-S; 20. CC (seas); 21. EE (ease); 22. TT (tease) 
23. YY (wise); 24. L-E-G; 25. N-M-E; 26. N-R-G ; 27. R-K-D; 28. X-T-C 
29. O-l-C-U; 30. X-P-D-N-C; 31. O-P-8. 


42. APPROPRIATE CAKE 

1. What cake would you bake for the Devil? 

2. What cake would you bake for a farmer? 

3. What cake would you bake for lovers? 

4. What cake would you bake for a geologist? 

5. What cake would you bake for an idler? 

6. What cake would you bake for a sculptor? 

7. What cake would you bake for a politician? 

8. What cake would you bake for a monkey? 

9. What cake would you bake for a dog-catcher? 

10. What cake would you bake for a gossip? 

11. What cake would you bake for one who lives on his friends? 

12. What cake would you bake for a convalescent? 

answers: 1. angel food; 2. fruit cake; 3. kisses; 4. layer cake; 5. loaf cake; 
6. marble cake; 7. plum cake; 8 . coconut cake; 9. pound cake; 10. spice cake; 
11. sponge cake; 12. sunshine cake. 

44. APPROPRIATE FOOD 

1. What food is appropriate for a teacher? 

2. What food is appropriate for a baseball player? 

3. What food is appropriate for a policeman? 

4. What food is appropriate for a woodworker? 

5. What food is appropriate for a jeweler? 

6. What food is appropriate for a chiropodist? 

7. What food is appropriate for an electrician? 

8. What food is appropriate for an actor? 

9. What food is appropriate for a traffic officer? 

10. What food is appropriate for a plumber? 

11. What food is appropriate for newlyweds? 
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6. What letter is a bird? 

7. What letter is part of a house? 

S. What letter is a printer’s measure? 

9. What letter means to he indebted? 

10. What letter is a spring vegetable? 

11. What letter is an actor’s signal? 

12. What letter is a beverage? 

13. What letter is a sheep?° 
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ANSWER^ t. B; 2. C; 3. D; 4, Q ; S. J; 6. J, 7. Z,. 8 Jf. g Q. jg p. jj 


12. T; 13. U. 

1. What 

2. What 

3. What 

4. What 

5. What 
0. What 

7. What 

8. What 

9. What 

10. What 

11. What 

12. What 

13. What 

14. What 

15. What 

16. What 

17. What 

18. What 
19- What 

20. What 

21. What 
What 
What 
What 
What 

26. What 
a lot? 


«. WHAT LETTERS? 

two letters are a number? 

two letters describe a snake’s eyes? 

two letters mean poorly dressed? 

two letters mean to rot? 

two letters mean not difficult? 

two letters mean results? 

two letters mean cold? 

two letters are a vine? 

two letters are a kind of pepper? 

two etters are a girl's namef 

two letters mean vacant? 

two letters mean jealousy? 

hvo etters are a kind of cloth? 

two letters mean an attractive girl? 

£ ££ 816 a Witt “ oo" 1 position? 

Zn fn! 3 count 7 to England? 

two letters me 3 t*™ USed by American Indians? 

doub e etter means what bad boys do? 

£uble 1 « er means no[ ^oys do? 

“ree etters mean a funeral poem? 
three etters mean a foe? P 

“ etters are something of which a small boy has 
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27. What three letters mean a place of quiet pleasure? 

28. What three letters mean happiness? 

29. What four letters mean a person has been found? 

30. What five letters mean fitness? 

31. What two letters and a number mean a drug? 

answers: 1. A-T; 2. B-D; 3. C-D ; 4. D-K; 5. E-Z; 6. F-Xy 7. I-C; 8 . I-V; 
9. K-N ; 10. K-T or L-C; 11. M-T; 12. N-V; 13. P-K; 14. Q-T; 15. S-A; 16. S-X; 
17. T-P; 18. X-L ; 19. X-S; 20. CC (seas); 21. EE (ease); 22. TT (tease); 
23. YY (wise); 24. L-E-G; 25. N-M-E ; 26. N-R-G; 27. R-K-D; 28. X-T-C- 
29. O-J-C-U; 30. X-P-D-N-C; 31. O-P-8. 


43. APPROPRIATE CAKE 


1. What cake would you bake for the Devil? 

2. What cake would you bake for a farmer? 

3. What cake would you bake for lovers? 

4. What cake would you bake for a geologist? 

5. What cake would you bake for an idler? 

6. What cake would you bake for a sculptor? 

7. What cake would you bake for a politician? 

8. What cake would you bake for a monkey? 

9. What cake would you bake for a dog-catcher? 

10. What cake would you bake for a gossip? 

11. What cake would you bake for one who lives on his friends? 

12. What cake would you bake for a convalescent? 

answers: 1. angel food; 2. fruit cake; 3. kisses; 4. layer cake; 5. loaf cake; 
6. marble cake; 7. plum cake; 8. coconut cake; 9. pound cake; 10. spice cake; 
11. sponge cake; 12. sunshine cake. 


1. What food is 

2. What food is 

3. What food is 

4. What food is 

5. What food is 

6. What food is 

7. What food is 

8. What food is 

9. What food is 

10. What food is 

11. What food is 


44. APPROPRIATE FOOD 

appropriate for a teacher? 
appropriate for a baseball player? 
appropriate for a policeman? 
appropriate for a woodworker? 
appropriate for a jeweler? 
appropriate for a chiropodist? 
appropriate for an electrician? 
appropriate for an actor? 
appropriate for a traffic officer? 
appropriate for a plumber? 
appropriate for newlyweds? 
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Jr J 00d “ a PP ro P riat e for a printer? 

13, What food is appropriate for a pugilist? 

™ lat * 00< * is appropriate for a shoemaker? 

15, What food is appropriate for a gambler? 

answers: X. alphabet noodles: 2. batter eaW 1 a t. 

5 . carrots; 6. com; 7. currants- « n . es ’ “. beets; 4. cabinet pudding; 

12. pie; 13. punch; 14. sole; 15! stealcs. ’ ’ ^ 10 ' 6eks ’ Ilf Iettuce aIon e; 

WHICH STATE? 

aJwemdbJ bUt b f ° be 

1. Which state is Mohammedan? 

A Which state saved Noah? 

fl wJ V State is a S irI ' s name? X 
7 S‘ C l! State 1S in P 00r he alth? 

i2. which stai: a ^ 

10 Wh-°h State “ an excla mation? 

21 wvt Sta ‘ e “ a number? 

**• 

Coin. - * ra. 
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46. WHICH BOOK OF THE BIBLE? 

1. Which book of the Bible means records? 

2. Which book of the Bible is a boy’s name and a loud cry? 

3. Which book of the Bible is what you water the garden 

with, plus A? 

4. Which book of the Bible is a position to earn money? 

5. Which book of the Bible means rulers? 

6. Which book of the Bible means to take notice? 

7. Which book of the Bible is a brand of tobacco? 

8. Which book of the Bible is a kind of grass? 

9. Which book of the Bible is a Roman emperor? 

answers: 1. Chronicles; 2. Daniel; 3. Hosea; 4. Job; 5. Kings; 6. Mark; 
7. Revelation; 8. Timothy; 9. Titus. 

Group B: Phonetic Conundrum Games 

In the conundum games described above, each question is to be 
answered with the actual name of a member of the category referred 

to; for example, the question, “What tree is . , , ?” must be 

answered by “oak,” or “hemlock,” or the name of some other tree. 
A phonetic conundrum game is different, for here the answer is not 
the actual name of a member of the class referred to, but instead a 
word, of any kind at all, that includes the sound prescribed by the 

question. For example, the question "What tree ?” could be 

answered (if appropriate) by “panfry,” or “entry” or “deviltry.” 
Such conundrums are easily devised, and a list can readily be made 
on the basis of some word appropriate to a particular occasion. The 
following examples are only a small sample of possible ones. 

47. WHAT AGE 7 

1. What age do travelers use? 

2. What age is a drink? 

3. What age is a vehicle? 

4. What age is a game? 

5. What age will we reach if we live long enough? 

6. At what age do many people marry? 

7. What age do birds have? 

8. What is a canoeists age? 
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9. What is a letter’s age? 

10. What is a butcher's age? 

U - What is a football player’s age? 

12. What is an electrician’s age? 

sonage; 7. ' pwfjjfg “pEXeeHl m cribba S< ! ; 5- dotage; 6. par- 

12. voltage. 1 * 3 4 * 6 ^ rtage ' 9 - P osta S e ; 10- sausage; 11 . sSrimmage; 

48. WHAT CAT? 

2 ww ° at n 2 Subterranean cemetery? 

2. What cat has fits? y 

4 EE^E Cat ’ ists “fcg* l °< sale? 

4. What cat is a tree? 

s. What cat is used for shooting? 
e. What cat is a waterfall? B 
s' !S Jl C3t is a cala mity? 

io cat ^ 

^^c-E-c^r' 1 ^ 

ia ™:E caE : ' s a 5maU fu22 y an ™ al? 

cat 13 aromatic? 

15 WW C3t ? 3 COndim ent? 

cat is a ranchman’s cat? 

12 C catCTDiil 7 8 ‘ c “* astt °pfe; 8. catawb^o’ Jt, c ^ a l°g; 4. catalpa; 5. catapult; 
cate’pJIa'j 13. eatuip; 14. cata^^g'^ 10 ' “"A U. catenary! 


1. What 

2- What 

3. What 

4. What 

3- What 

0. What 

7 What 

8. What 

9. What 

10. What 


I catain , ' oatawba; 9. catechi: 

14 ' ca *sup; 15. cattle. 

48. WH4T NATION? 

nation is most hated? 
nation is murderous? 
nation is a flower? 

“E£" WOlked f ” prohibition? 
nation is convicted? 
nation is fearful? 
nation is topmost? 
nation is condemned? 

Zt° U ‘ S 8 rc >iS ious sect? 
nation is a goal? 
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11. What nation is resolute? 

12. What nation is unfair? 

13. What nation is scattered? 

14. What nation tells fortunes? 

15. What nation is a gift? 

16. What nation expels? 

17. What nation is dreaded by students? 

18. What nation is destructive? 

19. What nation is most charming? 

20. What nation sees imaginary things? 

21. What nation is brightest? 

22. What nation is fanciful? 

23. What nation is an actor? 

24. What nation is angry? 

25. What nation is disobedient? 

26. What nation puts everything off? 

27. What nation is made young? 

28. What nation is at the end? 

answers: 1. abomination; 2. assassination; 3. carnation; 4. Carrie Nation; 
5. condemnation; 6. consternation; 7. culmination; 8. damnation; 9. denomina- 
tion; 10. destination; 11. determination; 12. discrimination; 13. dissemination; 
14. divination; 15. donation; 16. elimination; 17. examination; 18. extermination; 
19. fascination; 20. hallucination; 21. illumination; 22. imagination; 23. im- 
personation; 24. indignation; 25. insubordination; 26. procrastination; 27. rejuve- 
nation; 28. termination. 


50. WHAT T? 

1. What T is capable? 

2. What T is ridiculous? 

3. What T is nimble? 

4. What T is worried? 

5. What T is attractive? 

C. What T is short? 

7. What T is a measure of ability to hold? 

8. What T is unselfish? 

9. What T has lots of people? 

10. What T killed a cat? 

11. What T lasts a long time? 

12. What T stretches? 

13. What T lights our homes? 
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14. What T lasts forever? 

15. What T is happy? 

16. What T is savage? 

17. What T is brotherhood? 

18. What T is cold? 

19. What T is proud? 

20. What T is weak? 

21. What T is always brave? 

22. What T cannot be seen? 

23. What T is generous? 

24. What T is powerful? 

25. What T is aristocratic? 

26. What T is new? 

27. What T is devout? 


28. What T comes first? 

29. What T is successful? 

30. What T is prompt? 

Su at T has a Sl0W wit? 

32. What T is frugal? 

S' T ’ S chan g«>ble? 

34. What T is speedy? 


7. capacity; 
13. electricity 
19. haughty; 
24. miutih- 


nigfiyj J 5 . „ obil * ouveu' ? 7 , y: J Z - ‘"''“hihty; 23. liberal* 



Chapter 10 

TABLE AND BOARD GAMES 

All the most highly developed indoor games are in the table 
and Board Class— all standard card games of the whist, poker, 
rummy, and other families; checkers and chess; dominoes in its 
various forms; backgammon, and many others. This book does not 
deal with such formalized games but describes only games that are 
informal and that can be played successfully without preparation. 
These informal games will be presented in three groups: card games, 
move games, and dice games. 

Section 1: Informal card games 

?. OH HELL 

Although this game is similar to Contract Bridge, it does not 
require familiarity with that game; it can be learned in five minutes 
by one who has never heard of Bridge Whist of any sort. The game 
could be played after a fashion by from two to twenty-six players, 
but it is recommended for groups of from three to nine and is at its 
best with from four to seven players. It is played with a standard 
Bridge deck of fifty- two cards. 

The players sit around a table, and one of them deals the cards 
after they have been shuffled and cut. He deals to the players in 
clockwise order, beginning with the one at his left and ending with 
himself. He deals one card at a time and continues until the number 
of cards remaining is insufficient for another complete round. He 
then stops dealing and places the remaining cards, if any, face down 
on the table. If nine play, each will get five cards; if eight play, each 
will get six; and if five play, each will get ten. The dealer now 
takes the top card of the few that he has just placed on the table 
and turns it face up for all to see. This card determines the trump 
137 
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suit in the hand about to be played and has no other significance; its 
rank is of no consequence, only its suit. If the cards come out 
exactly even on the deal, so that there are no cards remaining to be 
p aced on the table, then the hand is played at No Trump Each 
player knows that the number of tricks in the hand about to be 
played is the same as the number of cards he holds; he also knows 
which suit will be trump. 

e-.eh^T nin ®- WItl1 t *' e dea,er and g oin g clockwise around the table, 
each player in turn announces the exact number of tricks that he 
p oposes to take in the hand, any number from zero to all. These 

”eteeTto°a t ' mUS l be Written down hy one of «><= Payers 
dealerla L ^ ^ ^ at lhe **«*■*. 

Dlavs i to? a” 1,15 band - a ”y card he chooses to play-and 

O der plav ne™ n d ? u 'V* ** * aWe ' Tha pk/ers in 

S ' 1 these cards to go*« constituting the 

laws of Bridge (they are real/ f/S! mUSt foUow tliese basic 
of Bridge arfdenve y d.T, % whi ° h aU fo ™ 

anylarfofThe Lt7 d Tl^ P T Ma: ,hat is - if ha b - in his hand 
if he has morethan one s^h "■”* ^ *’ a ” d 

-« S £K Zt* - 

forced to win a Sck L a t s r £"* ^ "°‘ to b «‘ b e may be 
determined by feetimptmlcsf ^ ^ ^ ° f a «* * 

highest tamp l c k ard < tins S thri 0 l r m T e CardS ° f tbe ^P suit > *he 
trump card, and such a card ° ften ’ the Wek c °ntains only one 
W « a trick does nm f Ta regardleSS of its «“*• 
the highest card of the TiTT P l, Card ’ * hen ft is won b >" 

always the ace, then in order t |' J ° h 'K hcSt ^ ™ any suit is 
4, 3, 2. “ 0rder *0 kmg, queen, jack, 10, 9, 8, 7, 6, S, 

Whoever wins thp fib 

and again he may plaT Info, 1)16 firSt card for *0 second, 

clockwise order. This process S *<= others following in 
Process is continued until all the cards have 
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been played. When all the tricks of the first hand have been played, 
the number won by each player is compared with his bid. If the 
numbers are not the same, the player gets no score and no penalty. 
If they are the same, he scores ten points plus the number of tricks 
bid and made; that is, one who bids four and takes exactly four 
scores fourteen points, while one who bids and takes two scores 
twelve points. 

When the first hand has been played and scored, the cards are 
collected, shuffled, and dealt, the dealer this time being the player 
at the left of the first one. On the second hand, the dealer gives each 
player one card less than he did for the first hand; otherwise, the 
two hands are identical. Then a third hand is dealt, each player 
getting one card less than for the second, a fourth hand with still 
one card less, and so on until the last hand is played with each 
player getting just one card. 

Sometimes the scoring system is varied to provide that a player 
who bids and takes all the tricks (a grand slam) gets a bonus of 
fifty points, and one who bids and takes all but one (small slam) 
gets a bonus of twenty-five. If this bonus system is adopted, it 
should be used only with hands of five or more cards. 

Instead of beginning with the largest hand and working down to 
the smallest, it is possible to reverse the process; that is, to begin 
with a hand of one card and increase the number by one on each 
succeeding deal. 

2. DONKEy 

This game can be played by any number of people from three to 
thirteen. A standard deck of cards is used but, unless thirteen players 
are in the game, some of the cards are removed from the deck. For 
twelve players the four twos are eliminated, for eleven the twos and 
threes, and so on, until only enough cards remain to deal four to 
each player. The cards are dealt one at a time. The dealer then gives 
the command “Go,” and each player takes any card from his own 
hand and passes it face down to the one at his left, at the same time, 
of course, receiving one from the player at his right. He adds the 
card just received to the three remaining in his hand and without 
delay passes any one of the four to the left and picks up a new one 
from his right. The players continr : *hout delay or signal, to pass 

I 
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Hon W V L” rd r S ’ h ° Ping t0 gEt f ! ° m Cards ° f the sa ™ denomina- 
hon-four twos, four queens, or four sevens, for example 

As soon as any player has acquired all four cards of any denomina 

’“txtr f r >■’ 

saag&asSMSss 

v,«, ■* *• — *■»« 

3 . concentration 

lot deaIt face d ™ ” -veral 

reasonably regular so that ca'ch^ W** lmportant - but if must be 
player picks up a„ y twolrds Tf definite p,ace - 
by Chance, hepicCn Zo * T ?” 4110 P la ^ soe «■«"• ». 
queens or two sevens he l™/ |V °^ tlle same ran k> such os two 

tjnuing until he fails to pick U p F a pah Wh* again> 

drat are not a pair, either on hh B , ' Vllen be picks up two cards 
4cm face do™ ndw its fa ft * P ,a T ” l a ‘er, he simply replaces 
*“» do the same thW but h”T tant The ° ,her ^ in 
advantage of perhaps rememh h ?'T r after the first has 
been replaced. The name **1”® tlle Iocati °n of cards that have 
removed. The player with the most'cards'wins^ ^ ^ been 

This hilariou 4 ‘ menagerie 

w “ h bvo decks of cards^lnh ?"* ” m ° re P e °P le - Xt h 
four decks; all the cards are sh m 1 h krge groups even three or 
deck. He card$ are d e alt ed t °gother and treated as a single 

£ d “ eS , not “after if some 21* h™ *’”* “* a11 given oat i 
Each player must have fens hf™ °” e Card more * han others. 

° f « ad ' There are various vv ° f a " imaI - ri "'er domestic 
Probably the best method is f or rt °! S , electto S th e animals, but 

“ adva ” al: a "d let the players L i ” *° Se ' eCt animal names 
Players draw them by lot. Each player, with- 
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out looking at his cards, places them face down in a pile in front 
of him. 

The player at the dealer’s left begins the game by turning over 
the top card on his pile so as to start a new pile, face up. Then the 
second player turns a card, next the third player, and so on. After 
the first round, the turning of cards continues without interruption 
for as many rounds as necessary. When all the cards that a player 
has are in his face-up pile, he simply turns the pile over and con- 
tinues. 

When a card just turned over is of the same rank as any one of 
the other cards already showing, each of the two players with the 
matching cards must immediately call out the name of the animal 
represented by the other. The one who makes a correct call first 
takes his whole pile of face-up cards and adds them to the face-up 
pile of the other, placing them on the bottom. This continues until 
some player wins the game by getting rid of all his cards. 

5 . AUTHORS 

In its original form. Authors was played with special cards, each 
card having on it the picture of an author and either a quotation 
from, or the name of, one of his works. As described here, the game 
is to be played with a standard deck. It is best with from four to 
eight players. The entire deck is dealt out even though some players 
get one card more than others. 

Each player must acquire as many “books” as possible, a book 
consisting of the four cards of any rank, such as four eights or four 
kings. To start the game, the player at the left of the dealer turns to 
any other player and asks him for a card of any particular denomina- 
tion, saying, for example, “Please give me a seven.” If the one 
addressed has a card of the rank mentioned, he must give it up; 
furthermore, if he has more than one he must give them all, even 
though only one is requested. A player is not permitted to ask for a 
card unless he already holds at least one of the same denomination. 
If he is successful the first time, that is, if he gets the card asked for, 
then he tries again and continues until he fails. Then the next player 
tries, and the others in turn. 

Obviously, the players soon acquire valuable information about 
the location of cards and are very likely to take from one man the 
cards that he has just received from another. As soon as a player has 
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them do™ d pif any de nomination, he must show them aud lay 
to"blr;m?Lrf mUeS , “f] a ” the CMds W >>een formed 
point for each of his boob ft «aT’ Z eadl player scores one 
a man asking for a card name both its Zk andTs J° ^ *« 

4. GO FISH 

-2X5 toZZ“T Sid T’ a Variation ° f Authors and is 
will accommodate from three Z t i* 1SeS Z** standard deck and 
is given five cards and the >■ - '* P ayers ’ On the deal each player 

face down, as the’ "fish pond” !i? Ing 5f rds are stacked on the table, 
as that of Authors, that is to fonZ°k ' “* °[ game b ^ same 
four cards of any one rank °^ S ’ b °° k o° nsis ting of the 

asks any other pUyer Zif H he' 0 ? ' by SUit and rank ’ and 
not necessarily from the same tllf \ card ' he calls for another. 

When he fails he must draw the^ conHnues until he fails. 

« ‘o his hand. Players t Z faZ °“ d *T the &h P“” d aad add 

form books and placing ti S a * ound the table, each trying to 
continues until one man gets Jof aU hZardZ C0IDP ' eted - % 

- ^ 7 - OLD MAID 

one of Zqueen!TdisZdeVT ndard ef* ° f rards ' exce P‘ that 

small group of players the s' ’ T"?. 8 hfty-one cards. Also, for a 

d <*hed, by remo^^f 7h ° tha d «* -ay be reduced, if 
poups Of four . f 0r S e ™ “ ‘hn owest ranking cards, always in 

nbnnnated. All the cards are dea T ° * and ^es mi X ht he 

! “°t come out even. Each nhvi ’ a Ume - evcn though they 

Z may he there, “* hand -V P-s 

“ 7 m “t be in twos, not tWs i aCB d °'™ before him, tirese 

S ZTT aS P a Z ' a,lh0Ugh f0Ur ° f a *“ of 

*0 player at his IriZZaZZ “ his hand and holds it up to 
fes *hnt it is. -Then the .hw 2 ' he T* ° f CWree 

the second, the fourth r P a ^ er ^ raws a card from the 

ZT,T y - nZtZwt ,hW ’ aad » on around the 
'hat matches one already fa tZ “ phyer dra "' s a 

Y tus hand-that is, one of the same rank 



Table and Board Games 


143 


—he discards the pair, and play continues until all the cards in the 
game have been discarded except one. This one card must be, of 
course, die odd queen or “Old Maid.” The player who holds the 
Old Maid at the end of the hand is the loser. Other hands are played 
until one player has lost ten times; at this point the one who has 
lost the fewest times is the winner. 

8. WILD E/GHTS 

Crazy Eights. Dirty Eights. 

This is a good game for two or more players. A standard deck is 
used, and if more than four play it is better to use two decks. Cards 
are dealt one at a time until each player has seven, and the remain- 
ing cards are stacked face up on the table as the “stock.” The player 
at the dealers left begins the game by taking any card at all from 
his hand and placing it face up on the table. The next man may then 
play from his hand any card that matches the first one either in rank 
or in suit; for example, if the first man plays the six of clubs, then 
the second may play any other six or any other club. If this player 
has an eight-spot in his hand, he may play it no matter what its suit. 
Furthermore, he has the right to call it the eight of any suit at all, 
regardless of its actual suit. For example, if the first man has played 
the jack of spades, the second man might lay down the eight of 
diamonds, saying as he does so, “Eight of clubs.” This card must 
then be played to as if it actually were the eight of clubs. Of course, 
the eight of the suit first played is no exception to this rule, so that 
in the example given the second player could play the eight of 
spades but call it the eight of clubs, or diamonds. 

If the player is unable to match the suit or rank of the first card, 
or to play an eight, he must draw a card from the stock and continue 
to draw until he is able to play. A very important rule is that a 
player is permitted to draw cards from the stock even though he is 
able to play a card from his hand. Of course, he runs a risk of being 
caught with cards that count against him, but he may draw when- 
ever it is his turn to play and may draw as many cards as he cares 
to. Thus, the second man must eventually play a card, either one 
that matches the first card or an eight; he always plays just one card 
at each turn. When the second man has played, the third one plays 
to the second card in exactly the same way: he may play a matching 
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— * "w«l u UUH/C2 

them° dm™ rd piav “ y dfaiomina b' on ' he must show them and lay 
into books arfd have kTl vf',1 ““ ‘ he Cards have been f°™ed 
point for each of his books The <r°'™’ a ” d eacb P la y er scores one 
a man asking for a card name b Jh” “Jktd" 4,134 


GO FISH 

often Xed “alT" 3 ™ riati °" ° f Author and is 
will accommodate from three t • , US6S 3 fub standar d deck and 
«• given five cards, “e ° n *" deal eadl P^r 

face down, as the "fish pond ” JT m ££? rds are stacked on the table, 
as that of Authors, that is tn fr. u °i ^ Ct § ame is the same 
four cards of any one rank. b ° 0ks ’ each book consisting of the 

“ks any other player foTit If he?? 0 , n ard ' by Suit and rank ' and 

not necessarily from the s-im S e s the card, he calls for another, 

WhcnhefaiJbeZs^:" 6 Pl ay0r ’ ba 

‘t to his hand. Players tak c turn? C ” d j"?" 0,6 fisl > Pond and add 
fotm books and placing a ™ Und * ba table - <=ach tying to 

continues until „„ e man ge(s , id ^ ‘^le when eompleted. Play 


• *y} 1 j s . 7 • °tD maid 

™e of the ra q U ee^Tdis'r?deVle ndard «f k ° f cards - «“Pt that 
small group of , the size „fTt, S j ' 7 ’ 0116 cards ‘ Ako for a 
d “' rcd ’ b y amoving some of ft deck ma y be reduced, if 

groups f our . f 0r g ° f tba jowest ranking cards, always in 

eliminated. All the cards are la and tbrees "»'ght be 

tint m°°T ° Ut cven - Each player 1™° ^ a . tlme ’ even though they 
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—he discards the pair, and play continues until all the cards in the 
game have been discarded except one. This one card must be, of 
course, the odd queen or “Old Maid.” The player who holds the 
Old Maid at the end of the hand is the loser. Other hands are played 
until one player has lost ten times; at this point the one who has 
lost the fewest times is the winner. 

8. WILD EIGHTS 

Crazy Eights. Dirty Eights. 

This is a good game for two or more players. A standard deck is 
used, and if more than four play it is better to use two decks. Cards 
are dealt one at a time until each player has seven, and the remain- 
ing cards are stacked face up on the table as the “stock.” The player 
at the dealers left begins the game by taking any card at all from 
his hand and placing it face up on the table. The next man may then 
play from his hand any card that matches the first one either in rank 
or in suit; for example, if the first man plays the six of clubs, then 
the second may play any other six or any other club. If this player 
has an eight-spot in his hand, he may play it no matter what its suit. 
Furthermore, he has the right to call it the eight of any suit at all, 
regardless of its actual suit. For example, if the first man has played 
the jack of spades, the second man might lay down the eight of 
diamonds, saying as he does so, “Eight of clubs.” This card must 
then be played to as if it actually were the eight of clubs. Of course, 
the eight of the suit first played is no exception to this rule, so that 
in the example given the second player could play the eight of 
spades but call it the eight of clubs, or diamonds. 

If the player is unable to match the suit or rank of the first card, 
or to play an eight, he must draw a card from the stock and continue 
to draw until he is able to play. A very important rule is that a 
player is permitted to draw cards from the stock even though he is 
able to play a card from his hand. Of course, he runs a risk of being 
caught with cards that count against him, but he may draw when- 
ever it is his turn to play and may draw as many cards as he cares 
to. Thus, the second man must eventually play a card, either one 
that matches the first card or an eight; he always plays just one card 
at each turn. When the second man lias played, the third one plays 
to the second card in exactly the same way: lie may play a matching 
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Section II: Move games 

12. TICK-TACK-TOE 

Tit-tat-to. Naughts and Crosses. 

It is probably unnecessary to describe this game, since it must be 
known to everyone, but it is included nevertheless, because it seems 
to belong to every collection of games. It is played by two persons 
using only pencil and paper. One of the players draws a simple 
diagram consisting of two horizontal lines with two vertical lines 
crossing them, so as to make nine boxes. 


X 


o 

X 

o 


X 

o 

X 


The first player marks an X in any one of the nine spaces, and 
then the second player marks an 0 in any one of the remaining 
spaces. They continue to make their marks in turn, the first with X 
and the second with 0, each trying to get three of his marks in a 
line— horizontal, vertical, or diagonal. One who gets three in a line 
is the winner. The two take turns in playing first. A game is not 
necessarily won by either player, but may result in a draw. In fact, 
if both play correctly neither can win. 

13. MAKING SQUARES 

This is a game for two, played with pencil and paper. A chart is 
made by marking a number of dots on the paper, equally spaced, so 
that they form a large square made up of a number of equal-sized 
small ones. A chart of any size can be used, but one with seven dots 
in each line is suggested to start with. The players take turns, each 
one drawing a little horizontal or vertical line to connect two 
adjacent dots. The object of the game is to draw such a line so as to 
complete a square, and when a player docs so he marks his initial 
in the square. When all squares have been completed, the player 
with the majority of them to his credit is the winner, and a new 
game is begun. 

Sometimes, when a player completes a square, he must take an- 
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played only on the twenty-four corners, junctions, and intersections 
of the lines; the lines themselves have no function except as aids to 
the eye. The diagram can be made by drawing lines on a sheet of 
cardboard; however, one that is sold commercially has holes drilled 
in a board, the men consisting of pegs that are inserted into the 
holes, and another has hemispherical depressions into which marbles 
fit. 

The ultimate objective of each player is to remove his opponent’s 
men from the board, but to do so one must first get three of his own 
men in a straight line— therefore the latter is the first objective. To 
begin the game, the first player places one of his men on any one of 
the twenty-four spots and then the other player does the same. They 
continue to place men alternately until all of them are on the board 
(except for the possible removal of a man as described below). 

When all the men have been placed on the board, each player in 
turn moves one of his men, and in so doing, may move the man only 
along a line and only to the next spot. If at any time, either in 
placing his men on the board or in moving them, a player succeeds 
in getting three of his men in one straight line, then he removes an 
opposing man from the board. In this case he is not permitted to 
take a man from a row of three unless all of them are in such rows. 
When a player removes an opposing man, he is said to “pound” 
the man. 

When a player has lost six of his men and is left with only three, 
his game is changed radically, for now his moves are not restricted 
as before. JHe may “jump,” that is, he may pick up one of his men 
and place it on any spot whatever on the board, whenever it is his 
turn to play. Thus the game has three rather distinct stages; placing 
the men on the board, moving, and jumping. A player wins when 
he reduces his opponent to two men. 

15 . BATTLESHIP 

Battleship is an excellent game for two players. It includes a con- 
siderable element of chance but also provides a surprisingly great 
opportunity for reasoning. Each player must have two charts, each 
chart a square made up of one hundred small squares. Each game 
requires four such charts, and since the charts can be used only 
once, having to supply the necessary ones for a number of games 
can kill the desire to play. Fortunately, the difficulty can be over- 
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is, on the one on which he keeps track of the enemy; the enemy does 
the same thing on his first chart, the one on which he has marked 
his own ships. After the four shots have been fired and recorded, the 
defender must tell whether any of his ships have been hit. He does 
not tell which shot hit, but only the number of hits and the type of 
vessel struck. For example, he might say, “One hit on my battle- 
ship,” or “One hit on one of my destroyers and one on the cruiser.” The 
attacker must, of course, keep accurate track of his hits on the 
enemy, for only in this way can he have a basis for logically direct- 
ing future shots. Now the original defender becomes attacker and 
fires four shots, these being recorded in the same way as the first 
four. The two players alternate in firing four shots until one of them 
succeeds in sinking an enemy ship by having struck every one of 
the spaces occupied by that ship. 

When a ship is sunk, its owner loses one of his four shots and 
thereafter gets only three at each turn; when he has lost two ships 
he gets two shots, and so on until either he or his opponent has lost 
all four of his ships. 


76. PYRAMID 

This game is played on a checkerboard, each of the two players 
having ten checkers. The ten checkers are placed on the black 
squares in the form of a symmetrical pyramid— four in the first row, 
three in the second, two in the third, and one in the fourth. The 
men are moved exactly as in the game of checkers, with the very 
important exception that a man that has been jumped is not 
removed; the twenty checkers with which the game is started are 
all on the board at the finish. The object of each player is to get his 
men to the far side of the board, again in the form of a pyramid; in 
other words, his pyramid must be in the position originally occupied 
by the opponent’s checkers. 

77. T.4KE THE LAST 

Two players start with a single pile or row of fifteen matches or 
other convenient objects. The players take turns in removing 
matches and on any turn may remove one, or two, or three matches. 
Each tries to force the other to remove the last match. 

This perhaps is as much a puzzle as a game, for the first player 
can figure out a method by which he is sure to win. If, on his first 
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come rather easily. Some players have a large number of charts run 
oh on a mimeograph or other duplicating machine, but an easier 
solution for most people is simply to use ordinary cross-section 
paper, the kind with four or five lines to the inch and no heavy 
ines. One sheet of such paper will supply a player’s needs for 
several games. 

Each of the two players marks off on his cross-section paper two 
squares, each ten spaces wide and ten spaces high. On each chart 
he marks the letters a to j at the heads of the columns and the 
numbers 1 to 10 at the left of the rows. In this way, each of the 
one hundred spaces in a chart can be identified by its letter and 
number; for example, the one at the upper left corner is a-1, the 
one to the right of it is 6-1, and the one below it is a- 2. On one of 
his two charts a player keeps track of his own ships and on the 
other of the enemy ships. 

Each player starts the game with one battleship, two destroyers, 
now marks these ships on his own chart in any 
the m i' a ih 00se !’ t ie battleship takes up four adjacent spaces, 
— or^-r each , desl ™y« ‘wo. They may extend hori- 
but thfs :, C n ly; "T 6 P J ayerS permit 1,1601 to extend diagonally, 
tonortant tW , aod is 061 recommended. It is exLnely 

during the gam™' ” P ^ * he chait ° f 1,16 olher at ^ 11106 


* fl C 0 E F G H I J 


OUR SHIPS 


A a C D E F G H I J 








— 


r~ 

pi 

- 

; 







1 














z 



a 




- 






















2. 



2 




- 










j 







1 



L_ 

□ 


__ 







BJEWY SHIPS 


Figure 2, 

3oes this by selectb^any fou^mce? 5 *5 ^ ° p P onent ’ s shi P s - He 
lumber for each, such as^c-7 g -9 o ^ 1Im g out the letter and 
lumber 1 in each of the annrnnriof. ? ‘ 10 ” The attac ker marks the 
a Ppropnate spaces on his second chart, that 



Table and Board Games 


153 


Section III: Dice games 

27. CENTENNIAL 

This game for two uses three standard dice, each a cube with 
from one to six spots on its respective faces. The players take turns 
in throwing all three dice at once, one throw at each turn. Each 
player’s object is to have his throws show one through twelve spots 
in regular sequence, and then from twelve back to one again. In 
counting these numbers, a player can consider the spots on a single 
die and disregard the others, or he can add the spots on any two 
dice or on all three of them. Furthermore, any die can be counted 
in any number of different combinations on the same throw. Ob- 
viously a player cannot make any progress until he has thrown a 
one; if there is not a one on his first throw, he passes the dice to the 
next player and waits for his next turn. As soon as he throws a 
combination that includes a one, he can, of course, count the one, 
and often he can go further. For example, a throw of two ones and 
a five would allow him to count one of the ones and then add the 
two of them together for his two, the five being of no value. If he 
should have the good fortune to throw 1-2-4 on his first turn, he 
could count 1, 2, 3, 4, 5, 6 and 7, all on this one throw. 

As soon as one player has made the round trip from one through 
twelve, and back from twelve through one, he wins. 

22. EVEREST 

Everest is much like Centennial, but differs in two important 
respects: (a) the numbers can be counted in any order desired and 
need not be consecutive; ( b ) each die can be counted in only one 
combination on any throw. Each player must have a double chart, 
showing the numbers from one through twelve in one column, and 
from twelve back to one in another; this is necessary because the 
player will be scoring in both series of numbers at the same time. 

The first player rolls three dice and counts the numbers showing, 
either singly or in combination, on any of the spaces of his chart. 
For example, if he throws 1-3-5 he can count a one, a three, and a 
five; or he can count a four and a five, a one and an eight, a three 
and a six, or a nine. Some of the numbers on the dice may be 
unusable and be disregarded. It must be remembered that a player 
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play, he lakes two matches and leaves thirteen, then on his second 
play, no matter what the second player does, he can reduce them 
to nine, on his third play to five, and on his fourth play to one, thus 
iorcrag his opponent to take the last one. 
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player succeeds in making three throws without a six. The first to 
do so takes all the chips. 


24. CRAPS 

Craps is best known as a gambling game but it can readily be 
played without gambling. It is played with two standard dice and, 
unless actual money is used, requires a supply of chips to be used 
as counters. Each player starts with a number of chips, which are 
charged against him, and the dice are assigned, by some chance 
method, to one of the players who will start the game. 

The first player lays out on the table the number of chips that he 
wishes to risk and these, or possibly only some of them, are matched 
by one or more of the other players. The man with the dice takes 
them in one hand, shakes them thoroughly, and rolls them out on 
the table. Throughout the game the only number that counts for 
anything is the sum of the spots on the two dice. If this number on 
the very first roll happens to be either seven or eleven, it is called a 
“natural,” and the roller immediately wins all the chips that have 
been wagered; that is, he takes all the chips that have been laid on 
the table. If the first roll happens to be two, three, or twelve, then 
the roller immediately loses all the chips that he has wagered. In 
either of these cases, the roller makes a new wager and begins again. 

If the first roll is none of these numbers, it must, of course, be 
four, five, six, eight, nine, or ten. Any such number is called a 
“point,” and neither wins nor loses at once; the outcome will be 
decided by later rolls. After rolling a point, the player continues to 
shake and roll the dice as many times as required to determine the 
outcome, and this is determined as soon as he rolls cither his point 
again, or a seven; the former wins for him and the latter loses. It is 
understood, of course, that while he is trying for his point any 
number except the point or seven is disregarded, and he may roll 
the dice an indefinite number of times before making cither of 
these. If a player establishes a point and later wins by rolling the 
point again before a seven, he keeps the dice and makes a fresh 
start; but if he rolls a seven while trying for the point, he then loses 
the amount wagered, and the dice as well. The next player on his 
left takes the dice and starts as the first player did. 
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can count at any time any of tlie twenty-four numbers; thus a throw 
of 1-1-2 could give credit for the one and the two in the ascending 
series, and the one in the descending one. The winner is the player 
who first scores all his twenty-four numbers. 

23. ACE IN THE POT 

This game can be played by two or more. It requires two standard 
ice and a small supply of chips or other counters. Each player 
starts the game with a certain number of chips-usually two, but 
some es ree or four. The players take turns in making a single 
tln-ow of the two dice. If a player's roll includes neither a one nor 
« C °“ n ‘* for no *ing and the dice are passed to the next player, 
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more turns. When he finally rolls a B, he draws an ellipse on a piece 
of paper to represent the body, and then he gets a second roll on this 
turn. Now his problem is easier, for he can use an H for head, a T 
for tail, or an L for leg, all of these being parts that connect directly 
with the body; an E for eye or an F for feeler will do him no good, 
since they cannot be added until the head is in place. 

After he has drawn the head, he can use an E or an F. Thus each 
player takes his turn and each time that he rolls the initial of a part 
that he can use he draws this part and takes another roll. He needs 
in all thirteen parts: a body, a head, a tail, two eyes, and six legs. 
The game is ended when any player has completed his cootie. 
This player scores thirteen points and others one point for each part 
completed. 


28. TACHT 

Yacht is a more advanced game of the same type as Centennial or 
Everest. It may appear complicated but actually is not. Although 
completing a game requires considerable time, it is by no means 
slow but fascinating from beginning to end. The players take turns 
in rolling five dice, three rolls at each turn. Each one gets twelve 
turns. There are twelve different combinations to be rolled, and a 
player must choose one of these for each of his turns, scoring in 
proportion to his success. The twelve combinations are these: 

1. Ones (the number of ones rolled) 

2. Twos (the number of twos rolled) 

3. Threes (the number of threes rolled) 

4. Fours (the number of fours rolled) 

5. Fives (the number of fives rolled) 

6. Sixes (the number of sixes rolled) 

7. Little straight ( 1-2-3-4-5 ) 

8. Big straight (2-3-4-5-G) 

9. Full house (three of one kind and two of another) 

10. Four of a kind (four of any one number) 

11. Choice (no requirement) 

12. Yacht (five of any one number) 

At each turn, the player rolls five standard dice and then, before 
he takes the oilier two roils to which he is entitled, chooses one of 
the twelve combinations; this must be one that he has not chosen 
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25. GOING TO BOSTON 

.?*** s ™P le S ame P Ia y«d with three dice. The first player 
™~, a11 d ' Ce f ° nCe ' He ,eaves the die with the largest 
,, er f. P°mts “nd rolls the other two again; if two or three are 

leaves tfi fT ° nly 0ne of *“>• Aflcr the second roll, he 

feaves the better of the two and rolls the other one a third time. 

ol n,Le ° the thr “ di “ after the three rolls, The 

highest total is die winner. ^ $ame ^ “ d ^ ^ "** U " > 

2E. POKER DICE 

combinado a n e th4 n ‘'“m'' 0 " 5 , I™ d ! Ce at once > h °Pmg ‘° ™ke a 

first roll he W ° U ^ ^‘gh m ( he g ame °f Poker. After the 
and HI a th Jt aCCeP n *1 *** “ S they ™ « he may roll again, 
five Z .JS? orT ^ SeC ° nd and ,hM ^ may roll all 

often i^ an attelt e ,o may ^ V ° f them a ” d ">» ^ 

the best combination after Wi,h 

27. CO07IE 

Th m- 1. Bug ' Beetle - 

inelegance of this worfh^ this . ganl . e is c °otie, but the supposed 
Any number can play but A™ ^ ln . such euphemisms as Beetle, 
four or five. It is , g ame “ too slow with more than 

die can be used it ''’C , a s mgt e die, and while a standard 

^ on its faees. hnt , w “ h * special one that has no 
°ne can very easily h„ ° S ^ stea< ^- a die can be bought, or 
of sugar. The letter* **** G .i r ° m a bIock of wood or even a lump 
B-H-L-E-F-T. Each W ° n * if respective faces of the die are 
an imaginary cootie- rV S l e °f one part of the anatomy 
* ** feeler, and T £ * f ° r head > L leg, £ for eye, 

wilt be necessary to let e y a standard die with spots is used, it 
letters. 7 let each °f the six numbers stand for one of the 

No one can make aav^rn™ roIlin g * he die, one roll for each turn, 
rolls any other lette/at hf? he haS r ° Ued a B and one who 
player and wait for hi* rD tUm must P ass die die to the next 
con turn, and then possibly for several 
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29. HEARTS DICE 

In its original form, this game is played with six special dice, each 
with the letters H-E-A-R-T-S on its respective faces. The players 
take turns in making one roll with all six dice and score as follows: 
for the letter H, 5 points; for H-E, 10 points; for H-E-A, 15; for 
H-E-A-R , 20; for H-E-A-R-T, 25; and for H-E-A-R-T-S , 35 points. 
When doubles are thrown, that is, two letters of the same kind, only 
one of them counts. Triples also are disregarded, except three ITs. 
One who rolls three H’s loses all his score up to that point and goes 
back to zero. Thus, if a player rolls H-H-A-R-T- S, he scores only 
five points for the H; if he rolls H-E-R-T-T-S he scores ten for the 
H-E; if he rolls E-A-R-T-T-S he scores zero. 

This game can be played with standard dice simply by substitut- 
ing the numbers 1 to 6 for the letters. 
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before, because he gets only one chance at each combination and 
must 'spose of all twelve in twelve innings. This choice is the most 
important element in the game, and a players cleverness or good 
uc m ma 'ng it is the chief factor in determining his success. This 
L\ 8 ?, Fnt 10 P ° int out that score any combination is 
• 3 ■ ° r S P°^ S * n the combination, so that four twos score 

nlfvl tUt f0Ur fiv6S SCOre Uvent y P oi nts. This fact requires a 
anrf i-r *° c 00se repeatedly between taking a sure but small score 
and trying for a larger one with the chance of no score at all. 
now IT 8 / 0 Ct ^o^iooonce and chosen a combination, the player 
others aaa’ * n ^l° w kich he is satisfied and rolls the 

he thinks ^ ° & j e second ro ^ he again leaves as many dice as 
**""■ * e <*«■ Of course it is always possible 
any mo- S ^ ^ * he first or ">» »" d not take 

could choo ,„ Z p0 , se ’ / 0r exam P ,e ’ that a player rolls 1-1-1-2-2. He 
ones that lie I a ° r , 0nes ’ ln wbieb case he would leave the three 
gettinfanotlrlfc 7 ' “ d ro11 the other di “ * *e hope of 
on his second tr’ 1 if possd) y ^ vo °f them. If he gets another one 
otherwise he roIfcLth of Tem * inin Z die on tiie third; 
sure to get thrpp c Gm a 8 ain on the third trial. Thus he is 

however, that h«T etam/to" a f nd f ight g6 ‘ f ° Ur 0r £ve ' Su PP ose > 
again leaves the nnec , . ^ * or f° ur ~of-a-kind; in this case he 

He may have bad luck^n/ ^ tW ° m ° re rolIs with the other dice - 
must score zero fnr fn t ?? t & et an °tber one, in which case he 

only four points for four ones and “ he “ Success f ful he £cores 
m view of the fact tW l, i. * 30(1 tlus 1S a vei 7 unsatisfactory score 
making his four-of a kin/ P osslbilit y of twenty-four points for 
to elect the “ shou,d «* b * b “ d ** 

but many times the rh ■ • an P an by for four-of-a-kind later, 

and scores the total vaIi t l< i?’ t ^ ien ro ^ s three times as usual. 

In other words nn ° ,} 6 S P°^ S re gardless of what they are. 

only objective is to make^h ^ * S rec l uired ’ and the players 
possible. The game rrmr & S1X SClS s P ots add up as high as 

innings, then the scores areTf Ta' eVery player has had twelve 
res are totaled and compared. 
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RACES AND RELAYS 

As USED HERE, THE WORD *RACE” APPLIES TO ANY CONTEST FOR SPEED, 

whether speed in running or in some other form of activity. Races 
in general are likely to be contests in running or some other kind 
of locomotion, but most of the races described in this book, being 
restricted to those suitable for indoor use, are based on activities 
other than locomotion. 

Contrary to usual practice, relay races are not separated here from 
simple races. After all, most relay races are identical with simple 
races, except that the players form teams and the members of each 
team take turns in performing the same activity. A separate listing 
of both kinds of race would require describing them twice. Accord- 
ingly, most of the races are described with the understanding that 
they can be conducted in either form. It will be noted if a race is 
recommended for only one form or if it requires some special treat- 
ment. 

Section 1: Locomotion races 

These races require, of course, a starting line and a finish line. 
Rather than having a line at each end of the room, it is usually better 
to use the turning-post method: A line at one end of the room serves 
both for start and for finish. Near the far end of the room there is an 
object of some sort— a chair, a pile of books, or the like— around 
which each contestant must run. That is, each contestant runs from 
the line, to and around the object, and back to the line again. 

In a relay race, each team lines up in single file behind the line. 
At the starting signal, the man at the head of each team runs as in 
the simple race; when he crosses the line on his return trip, he 
touches the next man on his team, who runs as he did. When the 
last man of the team has completed his run, the race is completed. 
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testant is required to drive it with the broom, sweeping it to the 
turn and back. 


7. POTATO ROLL 

Each contestant has a potato, an apple, or, perhaps best of all, a 
lemon, and an ordinary dull-edged table knife. Touching the potato 
only with the knife, he pushes it to the turn and back. For this race, 
the turn should be not more than eight feet from the starting line. 

8. HEAD-BALANCE RACE 

Each contestant balances a book, an apple, a board, or some other 
object on his head. Any suitable object can be used, but all con- 
testants must have the same kind. He walks or runs to the turn and 
back with the object balanced on his head and, of course, without 
touching it with his hands. If the object falls it may be replaced, 
provided the contestant does not advance while replacing it. 

9. CANDLE RACE 

This race involves the danger of fire, and the less serious danger 
of damage to rugs, furniture, or clothing from dripping wax. It 
must not be used except where these dangers can be eliminated. 
Each contestant stands at the starting line holding a lighted candle 
and runs with it to the turn and back. Usually, a man whose candle 
goes out is eliminated, but sometimes each runner is permitted to 
carry matches to relight his candle. 

10. COUPLE C4NDLE-R4CP 

This is a two-man form of the Candle Race, each contestant being 
a couple, usually a boy and a girl. The boy stands at one end of the 
room with a lighted candle, and the girl at the other end with an 
unlighted one. The boy runs to the girl, lights her candle from his, 
and then extinguishes his. As soon as her candle is lighted, the girl 
runs back to the other end and across the finish line. The race may 
be varied to require the girl to turn, run back to the boy, and relight 
his candle, the boy then running to the other end of the room. 

11. FEATHER RACE 

Each contestant has a paper plate on which are three or four 
small fluffy feathers. Holding the plate and without touching the 
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I. PAPER RACE 

each t * lnt ^ t 'T° ^ ieces car dboard, or two newspapers, 

“r;, Ie p,aces * e P a P m the fl «" and Step? on 

paplt nst 7 P , aperS and adv ‘™ ces - He ™* manipulate the 
papers so as to run to the turn and back stepping only on the papers. 

2. SIR WALTER RALEIGH RACE 

consisting*? They Sda^W The' h^T COm P etin S cou P Ie 

which he nlnon* ^ u. n ^ b°y bas the two pieces of paper, 

milted to hlndwL 6 fl ° 0r , f0r the 8« *0 walk on. She is no? per- 
back, stepping only 0 ^ 7 ^“' ^ ^ *° the turn and 

3 • BALLOON-FANNING RACE 

an inflated toy balloon 7 0 ', d !" ar >' cardboard or palm-leaf fan and 
entirely by fanninr it- 1 , C t U ' balloon to the turn and back, 
or With any part J jJ s bo ™ s not ,ouch ‘he balloon with the fan 


E , n "»BR-FANNING RACE 

feather tothet^n and LT ^ a " d a fan ' He drives lhe 

to drive it over a small s h ’ eiltlre ' V by fanning it. He is required 

ficult requirement r'!,me C t at ,he fil *h. A more dif- 

ff A ih? f ate ,° n the finish line. USed ~ makin g the feather come to 
instead of a frath». Paper ’ abcUt fOUr inches square, can be used 

Each contestant 5 ha ,, ' OOM ' /,ND ' e/ ' lt00 '' 
broom. He drives the balloon^m? ^ ,0 f balloon and an ordinary 
«• relay form> ^is “eU tol br °° m ’ *° fte and back, 
that the runner who is waiK * t™ brooms for each team, so 
warhng for his turn will have a broom ready. 

Each man has a " " oo * M " 0 -Mre* RACE 
sheet of paper. The b r00m and a full-sized (8S X 11) 

Paper „ placed flat on the floor, and con- 
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18. CHEW/NG TUG-OF-W4R 

This is a contest for two players only. To accommodate a larger 
number of players, several different contests will have to go on 
simultaneously. A piece of candy is tied to the middle of a piece of 
string eight to ten feet long, and each of the two contestants takes 
one end of the string in his mouth. At a signal each, with hands held 
behind his back, begins to chew the string into his mouth in an 
attempt to get to the candy. The one who gets the candy is the 
winner. 


19. CRACKER RACE 

Each contestant has two salted crackers. They race to see who 
can be first to eat his crackers and then give a distinctly audible 
whistle. 


20. BALLOON BUST 

Each contestant has an uninflated toy balloon. At a signal, all 
begin to inflate their balloons by blowing into them, and they 
continue blowing until the balloons burst. The first to burst his 
balloon is the winner. 

Section III: Clothing races 

21. ELOPEMENT R4CE 

This is a race for boy-and-girl pairs. A dosed umbrella and a 
closed suitcase, containing various articles of men’s and women’s 
clothing and accessories, are placed on the floor a few feet in front 
of each couple. Any articles will do, provided they can be put on 
over the players* regular clothing: hats, gloves, coats, bathrobes, 
galoshes, and so on. At the starting signal, each pair rushes to its 
suitcase, opens it, puts on all the clothing, and raises the umbrella. 
Leaving the suitcase where it is, they run to the turn and back, then 
take off all the clothing, replace it in the suitcase, close the suitcase, 
and close the umbrella. Then they run back to the finish line. 

22. NECKTIE-AND.APRON RACE 

This is another race for boy-and-girl pairs. The two partners stand 
facing each other, the boy holding an apron and the girl a necktie. 
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feathers he runs to the turn and back. The first to finish without 
losing a feather is the winner. 

12. SUGAR-LUMP RACE 

of nma, COnt ^ tant 111115 to *h e turn and back while balancing a lump 
ot sugar on his nose. 6 r 

13. KNIFE-AND-PEANUT RACE 

smalToWf 11 ^ “"P'-B a P eanut ( in shell) or similar 
small object on the blade of a dull table knife. 

14. EGG- AND. SPOON RACE 

the floor™ uh^n ' 5 ** the Startin S Iine holding an empty spoon. On 

* egg^n the spoon l " ^ H ° ~ lhe ^ “P 

gg the spoon, touching it only with the spoon, and runs back 

'5. MNGPONG (MCE 

die startin^Wfo^r* f °/ two ' man ‘earns. The two stand behind 
shoulders, holding a tabled each ,"? th both hands on ‘he other's 
foreheads. Keeping the bal'l " n ' s ( P m gP on g) hall between their 
and back. The ball nf ” ™* P OSltlon > they run to the turn 
forehead. * ’ course » must not be touched except with the 

Section II: Eating, chewing, and blowing races 

Each cont CHEW ™ C STR,NG 

fastened to some firm ohw. 8 0 j St ™8 about five feet long, one end 
dgoal, he st a rto C hew J on ih 0,8 ° ther “ d in Us ”™‘ h ' A ‘ a 
»outh. The first one to net all S ° aS to S et aU of it into his 

string into his mouth is the winner. 

In this form o[ ’’ PAkT ' 11 * chew-the-strihg 

Each pair h^a^Meni,!!? 8 S I W “f 1116 c °ntestants are paired off. 
piece of candy tied in the a h°ut eight feet long, with a 

?Wng in his mouth. At^ . ? le L 8aCh P'^r tikes one end of the 
mto their mouths and mj” ' they both hog" 0 to chew the string 
oandy and takes it i nto onhnue “ntil one or the other gets to the 
■nto his month. The first pair to do this wins. 
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26. BEAN CARRY 

Each contestant has a table knife and two cups, one cup empty 
and the other containing about six dried beans. Using the knife 
only and never touching the beans with his hands, the contestant 
transfers the beans one at a time from one cup to the other. 

27. BEAN-AND-STRAW RACE 

As in Bean Carry, each contestant has several beans in one cup, 
and he is required to transfer them one at a time to another cup. 
Instead of a knife he has a soda straw, and he picks up and carries 
each bean by inhaling through the straw. 

28. RICE PICKING 

Each contestant has two saucers or other flat dishes, placed about 
a foot apart, one empty and the other containing a number of 
grains of uncooked rice. He has two knitting needles, toothpicks, 
or other sticks that might be considered substitutes for chopsticks. 
Using these sticks only, he transfers the grains of rice, one at a 
time, from one dish to the other. 

29. BE.4N..4ND-BOTTLE RACE 

Each contestant has a small-necked bottle. A six-ounce soft drink 
bottle will do, but a smaller one is better. He also has a bowl con- 
taining enough beans to fill, or almost fill, the bottle. He gets the 
beans into the bottle by any method that he cares to use. The first 
man to get all his beans into the bottle is the winner, provided he 
does not spill a single bean from the bowl. One who spills a bean 
is eliminated from the contest. 

30. BLy*CK-BE>lN CONTEST 

Each contestant has a bowl containing about a half-pint of dried 
beans, about two-thirds of them white and one-third black. He 
picks out the black beans, using any method desired, and drops 
them into a cup. A limited time is allowed, and the player who gets 
most beans into his cup in the allotted time is the winner. 
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andthe^f tbe b ° y P roceeds t0 «e the apron on the girl, 

couT Til ° “ n n Cktie ° n the b0y at sa ™ «»«. The first 
couple to complete both jobs acceptably is the winner. 

23. CLOTHBS-HANGING RACE 

a clothesline ^rJav r° UpIe f’ reqUlres som ething that will serve as 
longer Site TT ° f 7*° P*- 01 3 

line with various article c V' ®. ach cou plc stands at the starting 
runfrom the start to the S l°n, C r tbmg and 3 few c l ot hcspins. They 
clothespins for each, and 1 back’tothertart."" 0165 *" “ *“* *” 

u - ’•"■LOW.CASC race 

pillow. Each couple stand' 8 vT ^ peed in casin g and uncasing a 
in a case. At the sien-il th u 6 ^ y Slde ’ t * le W holding a pillow 
hands it ,o the ^ ° f , the case and 

pillow into the case'whiloTif °? Se ^ imse ^* The girls slips the 
pillow out of fte ^and h* n° y b ° lds fc Th “ the 6“' ^ the 
the case. e 0 X P u t s it back while the girl holds 

The players are 

coat and one hat. At a sinn"] 0 teams ’ and eac h team has one 
coot on and buttons it rlj , f , man 0D eac h team puts the 
unbuttons the coat and ^.l 0 0 ^' ,h en puts the hat on. Then he 
both coat and hat to the t ‘ f off - tak <* off ‘he hat. and hands 
™n of the team has taken th! me ” be c of his team. When the last 
e team has completed the coa an d hat off and set them down, 
dieted the race; the first team to do so wins. 

l eCi,0n IV = 0b ie^a„i pu , at!on races 

Gnoup A; Bean Races 
T he name “Bean Bar ’* * 

players transfer or othenv.V. “h P m d ‘° contests of speed in which 

objects, such as grains of ™e o dn ' ed beans or simi ' ar ^all 

u * ,, he or corn. 
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single pile running from deuce up to ace in any one suit, then from 
deuce to ace in a second suit, a third, and the fourth. The first to 
arrange his cards in this way and place the deck on the table is the 
winner. 

This contest can be modified for teams of four, each team having 
one deck. In this case, each member of a team arranges one suit. 

35. DEUCE-TO-4CE REJJW 

Players form relay teams, each team with one well-shuffled deck 
of cards. A definite order for all fifty-two cards must be established, 
beginning from the two of clubs up to the ace, then from the two 
to the ace of diamonds, the same with hearts, and finally ending 
with the ace of spades. At a signal, the first player of each team 
finds the first card, that is the two of clubs, and then hands the 
remainder of the deck to the next man on his team. This man finds 
and removes the second card and hands the deck to the third 
member of the team. After the last member of the team has removed 
his card, he hands the remainder of the deck to the first one and 
the team continues until all cards have been removed. The first 
team to complete the entire process is the winner. 

In a variation of the game, the first player removes the four twos, 
the next player the four three’s, and so on. 

36. NEWSPAPER SHUFFUWG 

This contest requires some preparation, but it is more than worth 
the trouble. A supply of newspapers must be provided, one complete 
paper for each player. It is best that all the papers be identical, but 
this is not necessary if they are of the same size and have the same 
number of pages. Each paper must be taken apart and its sections 
rearranged so that the page numbers arc completely confused, but 
all papers must have the pages in the same order.. The players sit 
in a circle on chairs placed as close together as possible, so that the 
amount of elbow room is very small. Each player is given a copy of 
the mixed-up newspaper and is instructed to restore its pages to 
their normal order. With the handicap of the close quarters, the 
players will find this a difficult assignment, but the first to get the 
job done is the winner. 
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3L B£ AN EXTRACTING 

a teaspoon in the oth/r amT/ 0 ”*// ” S EeveraI beans in one hand, 
looking into a mirror he t " ? m P/ CU P on to P of his head. While 
only the spot/ fX’,1 fransfe ". the beans one at a time, nsing 
The player who completes/he / h “ d , t0 the one on bis bead, 
spilling a bean, is the winner. ^ ” ‘ he shortest time, without 

Players £ 32 P££D ~ T HE-NEIGHBOR RELAY 

straight line. Every plave/ha/ 3011 /“T 1 . sittin g or standing in a 
each team has a small bowl of rv*- °°j b P lcb ’ ai >d the first man on 
bowl spears three raisins with SJT. **.'*&*■ .«<* man with a 
“Me, to the nest man on hfc 7 h ' S ‘“‘bpick and feeds them, ah at 
raisins i n his mouth, takes Mip^™ i S man ’ as soon ^ he ^ as 
em to the third man The ° W ’ s P ears three raisins, and feeds 
end Of the row has three / “ COn b nues “"til the man at the far 
bowl and runs back to the nthT m , h “ mou th; then he takes the 
.. ea raisl ns and feeds them to tf ^rt ° f 016 IiDe ’ w b ere he spears 
e three raisins into the monti /• man ’ Tbe br st team to get 
mouth of ,ts first man is the winner. 

P Vrs form * "“"'Ml. UUr 
Preferably seated a/a tab/’ team “ a straight line and 
man ° n eac b team has a ^ n't” haS two toot hpicks, and 

/ ric/f lhe b0Wl > osin/his too r / OWl , ° f UnCO ° ked «*» 1716 
hanrl t, r ° m dle how] and nlare P lcbs only, takes a single grain 
man : a ‘ hen ha nds the bmvl t 1°" fte tabIe holds' ft in his 
ha„V °‘ her ™oin7;,r: £ “* ““ « bis ‘earn. This 
Erain r n o W on * unt il the last ’ eS a S r ain from the bowl and 
^ Tbe first team to cnmp Z 0 T °” ' has removed his 
G„o„ P R M P *" ' Vh ° ,e P™“ s *■ ^ wanner. 

• btArupm^^ Gauds, Books, and Papers 

U - 0 eu «-to- 4 C£ aacr 


b V v Cl La U(Bed - ^ZT^r? “ COm P ,ete dec b of playing 
^ “* aad rank ; •£**£ 


a. -j - ^iwccus to arrange ins 
. the cards are to be made into a 
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Group C: Manipulate Needles or Scissors 

40. THAEADNEEDLE RACE 

Each contestant runs a few steps to a chair or table on which are 
a spool of thread and a needle. He breaks off a length of thread, 
threads the needle, lays it on the table or chair, and runs back to 
the starting line. In the relay form of this contest, each team has one 
spool of thread and a needle for each player. 

41. PATCHING CONTEST 

Each contestant has a threaded needle, a cloth patch six inches 
square, and a larger piece of cloth. He must sew the patch to the 
larger cloth, using fifty stitches in doing so. The first one to finish 
wins. 

42. BUTTON-SEW/NG RACE 

Each contestant must thread a needle and then sew a button to 
a piece of cloth. The first to finish is the winner. 

43. THREAD AND TIE 

This is a contest for teams of two, each team consisting of a man 
and a woman. The man wears a shirt with a collar but no necktie. 
He holds a needle and a length of thread, and his partner holds a 
necktie. The woman must tie the necktie on the man, and the man 
must thread the needle. The two jobs may be done at the same 
time, or in order, but must be completed. The first couple to get 
both jobs done is the winner. 

44. CUT THE TAPE 

Each contestant has a pair of scissors and a piece of dressmaker's 
tape, eight or nine feet long. He cuts the tape from end to end to 
make two narrow strips. Anyone who cuts to the edge of liis tape is 
eliminated. No tearing is permitted, of course. 

Group D; Manipulate Strings and Knots 

45. WIND THE STRING 

Each player has a piece of string twelve or more feet long, one 
end tied to his index finger, the other to some fixed object. At n 
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37 . BIBLE RACE 

a r£ y °[ the Bible for each contestant If not 

a team with a singleBiUe A Bible'™ “ m ° re ““ W ° rk “ S 

to see who ran A e j ■ , verse is announced, and all race 

see who can first find ,t, and the one who does so is the winner. 

3s - TEL EPHON£.DI*ECrosr BELAY 

copy 0f rS a a ,eIenW d d int ° teams > and eacb ‘cam is given a 
lealr pre^ef r ad aU . d ““ be ™g identic!]. Tim 

accompanied bv anot)' 3 ” 06 ldenticaI ,Ists °f page numbers, each 
Each St ofTe^ *! htt ? “**»«» * ban 

each team opens his direct bsts - At a signal, the first player of 
number on the list and • u7 *? ,‘ be P a S e indicated by the first 
counts down the cm i m e ri giit-hand column of this page he 
*at accompanies rave 1 1 b >’ * be small number 

entry, he writes its tclLhonT' 1 *'^ Havln S fo “ nd the indicated 
hands list, directory ant? 1 , namber on a sheet of paper, then 
f cam. Proceeding in the s- papBr to the second man on his 

telephone number and wwf W3y ’ ? le Eecond man finds the second 
repeated for the other nonllT ' t. down ’ and the same process is 
tinned until every player h^T * be 0ther P la y erE - This is con- 

number. The first team t„ r a " d ' Vntten do '™ a telephone 

the winner. produce a complete and accurate list is 

The lead ' f ‘ CUPP,NG belay 

paper and lists them hv 'l-.s?-' 3 num ber of items from a news- 
p cb 33 “Story of Smathers Wedd- 6 °- by Some descri ptive phrase 
Grocery Store.” He makes n W dd ‘ ng ’ or Advertisement of Perkins 
one to each team, together w"tlT ber ° f “P”* of this Ust and g ives 
s o«sors. At a signal the ° f the P a P“ and a pair of 

;toma ndcUpsj ^ u -tto first member of each team finds the first 

° e next man on his learn r? 6 bands the paper and scissors 

and ro on, until all the items b u Md cli P s tte sec ™ d «em, 

make a complete collection”? thTl ° lipped ' The first team to 
“ of ‘he chppmgs is the winner. 
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The last man will receive a chain of two dips, from which he 
removes one to end the race. 

50. KNOT-TIE RELAY 

• The first man of each team has a rather long piece of clothesline 
or some other hind of rope. A particular knot is specified, one that 
can be tied in a single rope. At a signal, the first man ties the 
specified knot and hands the rope to the second, who does the same. 
The process is continued until every man has tied a knot in the 
rope. The knot most commonly used is the “bowline.” 

51. CHAIN-KNOT RELAY 

Every man except the last must have a short piece of rope about 
two feet long. The first man of each team ties his rope to that of the 
second, using whatever knot is specified. The second man ties the 
second to the third, and so on until the next-to-last man ties the last 
piece of rope to the chain. Then the last man takes the chain and 
ties the two ends together to complete the race. 

52. SLIP-KNOT RELAY 

Each team needs some cord or light rope of considerable length. 
The team should form a circle. The first man forms a slip knot near 
one end of the rope, slips the loop of the knot over the wrist of the 
second man, and pulls it tight. The second man forms a similar loop 
and tightens it about the wrist of the third, and so on to the last 
man, who ties his knot to the wrist of the first man, thus completing 
the process of tying all the members of the team together. 

Group E: Other Manipulation Races 

52. CANDLE-LIGHTING RACE 

Two men kneel facing each other. Each man holds a candle in 
his right hand, one candle lit, the other not. Each of the two holds 
his left foot in his left hand and raises his left leg clear of the floor 
so as to balance himself on his right knee and leg only. While both 
men are in this position, they light one candle from the other. 
Several pairs compete for the shortest time required to light the 
candle. The same idea is the basis of a stunt called Candle Balance. 
(See Chapter 13.) 
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signal, he wraps the string around the finger to which it is tied, 
until he comes to the other end. The first to complete winding his 
string is the winner. 


46. WASHER REL4? 

The first man of each team has a piece of cord about two feet 
long, and a supply of small metal washers, one more than the 
number of players on his team. Before the race starts, he ties one 
of the washers to the end of the string, to keep the others from 
falling off. At the starting signal, he slips one of the washers onto 
t le string, and immediately hands the string and the remaining 
washers to the second man on his team. Each man in turn adds a 
washer until all of them are on the string. The last man strings the 
ast was icr and then ties the two ends of the string together. 


47. BE4D-STRING/NG RELdr 

Tills is the same as Washer Relay, except that the players string 
■ , S * nstea °£ washers. A small box or basket, containing the 
. L ° r . c , teanh is passed from one player to the next. A good 
tn tJ 0 " 15 ^ ha y e beads °* different colors mixed in the box and 
colors^ lfC 3t ^ Ca ^ S k e strung in a prescribed sequence of 


48. NECKTIE REL4T 

the ncck^frt!* 11 CaC k tC ‘ lm ^ a nec kti e * He wraps the tie about 
second imn C acxt man ar, d tics a standard four-in-hand knot. The 
Z 2 “ t,C f 1110 amoves the tie, and ties it on the third, 

finished when *J C r* ^ an ’ W ^° tiCS ° n ® rst man ' T ^ ie race is 
n Ulc Ue 1S properly tied on the first man. 

Tho 49 ‘ MKWUf REUT 

man lias onc^Al^ ® ac ** tcam Jias two paper clips, and every other 

chain and hands th!^? Cr$t man J oins llis two cIi P s lo start a 
clip to the dnin „ , second man. The second man adds his 

clips arc in one "t Ilf* “ to Uie third, and so on until all the 

to the first one nn *? 251 man t * ien carries or throws the chain 
the chain to thl» ? latter removes one of the clips. He hands 
to tho second man, who removes n clip and passes it on. 
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and then touches the second man, who moves them back to the 
original bottles, and so on until all have shifted the balls. 

58. BOTTLE-FILLING RACE 

Each contestant has a bucket of water on the floor, and an empty 
bottle placed a few feet away. He has an empty tin cup in his hand. 
At a signal, he dips water from the bucket with the tin cup, dashes 
to the bottle, and pours the water into the bottle. Then he rushes 
back for more water, continuing to carry water and to pour it into 
the bottle until the bottle is full. The first to fill his bottle is the 
winner. 

Section V: Object-passing relays 

Group A: Free-Style Passing 

59. HURRY-HURRY RELAY 

Each team stands in line, side by side. A pile of various objects is 
on the floor at one end of the line. It makes no difference what these 
objects are— the more they vary the better-hut the piles for all teams 
should be the same. Books, pans, pencils, old hats, newspapers, and 
anything else might be used. At a signal, the man next to the pile 
picks up any one of the objects and hands it to the second man, and 
it is passed on from one to the next until it reaches the last man, who 
must place it on the floor at the far end of the line. As soon as the 
first man is rid of the first object he starts the second, then the third, 
and so on, following one object with another as rapidly as possible. 
When the last object has been passed and the whole pile thus trans- 
ferred from one end of the team to the other, the race is at an end. 

It is often better to require each player to keep one hand behind his 
back while handling the objects. 

60. DINNER-TABLE RELAY 

This is essentially the same race as the preceding one, except that 
it is played by people sitting at tables. With one long tabic, those 
on one side can compete against those on the other. A collection of 
pieces of china, silverware, napkins and other small articles is passed, 
one at a time, from one end of the table to the other, as in the 
Huny-Hurry Relay. With two or more tables, those at each table 
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S4. BOTTLE-BALANCE PACE 

TTie contestant sits on a bottle that is flat on the floor parallel with 
s egs. His legs are extended straight forward, and then one leg is 
J^ er ^ le °l^ er s0 that he is balanced on the bottle and one 
heel. While in this position, he threads a needle, trying to better the 
time required for others to do so. Instead of threading a needle, he 
may e required to write his name, light a cigarette, or perform 
some ot er suitable action. The same idea is the basis of a stunt 
called Bottle Balance. (See Chapter 13.) 

55. JOITOMS-UP BELAY 

standtnrifhl 3 Chab [ °, n the seat of which a™* bottles 
a time At a sl S naI ’ th <i first man transfers the bottles one at 

The second m* an< r ° n ' y 1 ’ t0 an U P siEe down stand on the floor, 
second man transfers them back to the chair seat, and so on. 

5< - BHIFT-THE-BOTTLE belay 

feet in front of ih* 'p para "?* sm S ie fi ,es behind a starting line. A few 
on the floor insidea "■ <! (eam bas tllree bottles standing upright 
is tangent to or 1 ab ? Ut t ' v0 feet in diameter. A similar circle 

man Ses t'olf h„», y ' * h ? Erst ' At ^rting signal, the first 

from the first circle to rtf aDd ’ 'j* ° ne h!UHj onI T’ bansfers them 
second man who h- r 6 S ? COn( b t ^ ien 111113 back to touch the 
original CMC ^ ' He botte ’ ° ne <* a «™. back to their 

other circle, until al^have^ 5 ’ man s ^ 11 ^‘ n g the bottles to the 

are easily upset shookT^™^ 0 ^, 10 ^ In 1116 first P Jace > bottles that 
remain upright adds to ih “ sed ’ because the requirement that they 
>s often a problem nhn *■ ° U ?.°^ die race ‘ ^ ie second place, there 
marled areas will f l ft u f marldn g the circles on the floor. Any well- 
cardboard or some other mat”^ more desirable to use sheets of 

Eadj tcam haj . S7 ‘ mil *^no-bottle Jtcur 

a golf hall resting on^^rk™ r *‘ nec ^ e( ^ bottles, three of them with 
time, with one haml « i P ' » * first man transfcrs the balls one at a 

hand only, to the tops of the second group of bottles 
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backward from man to man until it reaches the rear. The first team 
to get the dish to the rear without spilling a marble is the winner. 

65. O VERHEAD SUGAR RELAY 

Each team stands in single file. The front man has a playing card 
with several lumps of sugar balanced on it. The card is passed back- 
ward overhead, from man to man, until it reaches the rear. 

66. C0RNMEAL-P4SSING REL/W 

Each team stands or sits in a line, all members facing the same 
way. A bowl of cornmeal is placed at one end of the line and an 
empty vessel of some sort at the other. The man standing next to 
the cornmeal has from four to six teaspoons. At the starting signal, 
this man fills one of his spoons with cornmeal and starts the spoon 
down the line, each man handing it to the next; when the last man 
receives the spoon he dumps the cornmeal into the empty vessel. As 
soon as the first man passes the first spoon he fills and starts the 
second, then the third, and the others in turn. As soon as the man 
at tlie other end has emptied a spoon, he starts it back and it is 
handed from man to man just as the filled spoon was. Thus, when 
the race is underway, there is a continuous stream of filled spoons 
going one way and of empty ones going the other. After an ap- 
propriate time has elapsed, the amounts of cornmeal transferred 
are compared. There is no penalty for spilling cornmeal, only credit 
for the amount that reaches the second vessel. 

Gnoup C; Put-and-Take Relays 

A put-and'take relay is one in which objects are passed along, but 
instead of being handed directly from man to man, they are put 
down or placed somewhere by one man and then picked up by the 
next. 


67. HANDFUL RELAY 

Each team stands in a line. A pile of clothespins or similar articles 
—so many tliat a person will have some difficulty picking them all 
up at once in his two hands— is on the floor at one end of the line. 
At the signal, the man nearest the clothespins picks them all up at 
once and drops them to the floor in front of the next man. The latter 
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around the table. 
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objects are passed completely 


<i. ten trips 

of ^ p rC h t H d ~ b,e / ace ' 11 rel 5 uires at least two tables 
sinrie obfcet us? 1, r d ° 0t be ver y At each table a 
paled frinloersn I 3 napkln ’ “ Started at a desi g n ated place and 
“rrrdTb D e all „ ar r d ' 1,C reurms 

round. It is nassert , cab ^ ne and starts it on a second 

aloud each time it 1116 taWe tBn times - * be first man caUing 

^n 3 “P- ** table to complete thf 

**• Rfo-niin . white reut 

where « ^eU.^achTelm ' " ^ teb!e but can be P Ia yod else- 

holds a small box. Each I. S1 S or stands in line, and each end man 
other small objects red n” C .° ntains fifteen or twenty toothpicks or 
Sjgnal, the two players at the" ^ b /° X ’ wbite in 4116 otber - At the 
time, each passing tootlin' 1 ™^ S ° f c3cb * eam 5tart at the same 

one man Jthe nert umfatC! f “ “TJ are handed from 
nther. H e crossing 0 Tl I ^ Wn shif,ed box to an- 

•n opposite directions adds i ° *°othpicks as they travel 

adds a ncw “ d interesting element to this race. 

Gnoup B: Balakcj. Pasii1ic 

Each team sits “ POTArO ' AN0 - stoo X REMr 
tennis ball, or similar object hal linc ’ 71,6 brst man has a potato, a 
p, h ), m ' each using o„ c £ „ ? in , tbe bowl of a spoon. The 
le . lae t° tlie otlicr without I PaSS tbe s P°° n f r °m one end of 
V having each team f„ ™ P „ P l" g , U,B P otato ' ^ race may be 
,ba circle two or tW tta j “ circlc a " d P« *he spoon around 

h-ch team sits o„ ur/' CH '"” " Ur 

'“ m la [ » saucer contain?" ""S 1 ,' nle ' ^ fr ont man on each 
obp-cts that will ro ,| (j 8 Severn marbles or any other small 
easily. Tl,c players pass this dish overhead 
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objects are passed one after another, each passer taking the next 
object as soon as possible. 

Group D: Other Handing Relays 

71. HANDCLASP RELAY 

Each team stands in line, each man grasping the hands of his two 
neighbors. At each end of the line is a chair, one of them with ten 
peanuts (in the shells) on it. The peanuts are passed, one at a time, 
from man to man until they are all transferred to the chair at the 
far end of the line. The passing must be done with the clasped 
hands, the hands being kept joined from the beginning to the end. 

72. RING-ON-THE-STRING RELAY 

Each team, standing or sitting in a circle, has a long piece of cord 
on which all the players hold both hands. An object is placed on 
the string— a ring or safety pin will do, but a larger object such as a 
jar rubber is probably better. The object is passed from man to man 
entirely around the circle and then around a second and a third 
time. The first team to pass the object around three times is the 
winner. 


73. BALL-OF-STRING RELAY 

Each team stands or sits in a circle, one member of the team 
holding a ball of cord. He ties the loose end of the cord to one of 
his fingers and then, at a signal, passes the ball to the next man, 
unwinding the necessary amount of cord. The ball is passed from 
man to man until it comes back to the one who started it, and each 
player has at least one hand on the cord. When the first man has 
recovered the ball of string, he gives the cord one or more turns 
around the ball and passes it back to the man who handed it to him; 
that is, he starts it in the reverse direction. Each man must take the 
ball in his hand and give the string at least one turn around the ball. 
The race is finished when the ball is back in the hands of the one 
who started it, with all the string rewound. 

74. WRAPAROUND RELAY 

Each team stands or sits in a circle, one member of the team 
holding a ball of string with the loose end tied to his finger. At the 
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SL*'” a,! u f and dr0 P s ^e™ in front of the third man. Each 
manhnwl U P the ! clothespins and drops them again until the last 
man has dropped them at the far end of the line. 

«S. CLOTHESPIN RELAY 

clothesnins m Aft^ S ' in ^' C man a ‘ one end has h y e spring-type 
STS Ton A 2^7 gnaI - * e * h ese to the fingers o P f the next 

in piace Ae se 7” 1116 nearer hand - * •> they a «= a « 

hanTi rfthe uext IT and «*»«*« *<= 

man. This is the m l c°,i° n Unb are on the hand of the last 
better to continue until the ** V* USUaIly conducted, but it is 
*e hand of the first man tL™” ^ attached the cI °tbespins to 
team to form in a circle- if the S ™? f * wa y t0 do this is for 4116 
■nay m„ bach to ^ ^ 

«*. PENCIL RELAY 

Each team stands *** 

pencils. He places thp ™ -i ’ man at one end bolding four 
next man; that is, one non* l °k B ^ 3 time ^ etween fingers of the 
another between the fircF ^ etween the thumb and forefinger, 
«» pencils are in p W .h and 50 As soon as 

U,cn » between finders of rt,f a, j man removes them and places 
a time but may remove rti« r ** mj * n - must P^ace them one at 
thus from man to man untilTh^ 6 d Jf Slres ' 1116 P en cils are passed 
instead of pencS °ln ,hc >\ rea ' :h *0 end of the line. 

-Meets that can be ^ “ a ^ <*« ™ aU 

Each t REL>sy 

small objects is atone endnf ft. a .J^ ne ‘ ^ collection of miscellaneous 
or anything else small enough f ln ®;_ b y ltons » spools, coins, marbles, 
P^ycr. Each second player fn t0 ^ lnt ° Uie ^Pped hands of a 
ogethcr. flic man nearest 3 CU P holding his two hands 

and drops them into the L* a picks U P one at a time 
t urd man picks (j lc objects fm d I’c"? ° f ^ one next to him. The 
U,Cm l ,m ° the hands of the I,a , nds ° f the second a ”d drops 

numbers handle the objel , lY" d S ° ° n ' Tbus ' ° nl y <he °dd 
, ClS - and ‘he even furnish the cups. The 
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beans, taking them one at a time as rapidly as possible. Each man 
takes the beans from his cup and passes them along, always by 
inhaling through the straw. This is continued until all the beans 
have been transferred to the end of the line or around the circle. 

This relay is best conducted where the players can sit at a table. 
It is better if they form a circle (or rectangle) so that the beans can 
go around and finish in the cup of the starter. There is no reason 
why players should not sit on the floor. 

Other objects can be substituted for the beans. Small pieces of 
paper or cardboard are satisfactory, but if they are to be used, some 
experimenting should be done with them beforehand. 

78. PASS-THE-OR4NGE RELAY 

Each team sits in a straight line, the members very close together. 
The man at one end holds an orange on top of his feet. At the 
signal, the orange is rolled from one end of the line to the other 
along the tops of the players’ feet. If the orange gets away it must 
be recovered, and replaced, using only the feet. 

79. RJNG.AND-TOOrHWCK RELAY 

Each man has a toothpick projecting from his mouth, and the first 
man of each team has a small ring of some sort on his toothpick. 
One of the common doughnut-shaped mints is very good for the 
purpose. Without the use of hands, the players pass the ring from 
one toothpick to the next until it has reached the last man. 

80. FRESH-EGG RELAY 

Each man has the handle of a teaspoon in his mouth. The first 
man has an egg or a substitute object in the howl of his spoon. A 
hard-boiled egg, a rubber egg, or something similar is best. The egg 
is passed from spoon to spoon without the use of the hands. If it 
falls it can be replaced by hand. 

Section VI: Miscellaneous relays 

8/. CHAIR RELAr 

No definite formation is needed for this race, but since each man 
must take his turn the members of each team should stand in some 
sort of line. Each team has a folded chair lying on the floor. At the 
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rtarta g signal, the man with the string waps it once around his 
np i’ m ™ dm S as macb as required, and passes the ball to the 
” , n - ™'. S ™ an abo ,"™P S the string around his body and 
himself , Jl a 0I J®' man ™ tura wra P s the string around 

of Te one r n h n ‘° 46 next ' untiI tha baiI - in *e hands 
dlfchon E th° he,d * He thfin S,arts «“ baP in the reverse 

bodv Winds > 'n It*”!. Lmv,Ta P s the string that is around his 

the ball with n *^ e ba ’ then passes il a, °”g- Thi 5 continues until 
the M, „,th all string rewound, is back in the hands of the first 

Gnoup E: No-Hands Passing Relays 

hut here th^objreb^nassed 0 ^* 5 “* P ° SSed from man *° man ’ 

1 ts are passed m some way other than by hand. 

,5 ‘ match-box relay 

a safety-match bo** n" * f bc ' e ' Pbc brst man shps the cover from 
cover musMm* transferred ^0 fib^ni ^ f't *** ^ ** b “ 
«se of hands by either i nose the next man > without 

the third, and so on until tb”; “ passed from ‘he second man to 
first, thus completing thn 6 *2 I ? an trans ^ ers to the nose of the 

with the hands and replaced^ tb"* b °* ’* may be picked Up 

next man is resumed ” n the nose before the transfer to the 

Each tea UP ' AND-CAI,D RELAY 

card between his unner bn "^Ir ’ tbe first p,a y er holding a playing 
to man around the circle F in • aose * ^he card is passed from man 
it. The card must of m n l ^ receive d by the one who started 

b »t if it falls it may he7e T’ , passed without 0)6 use of hands, 
may be replaced with the hands. 

The n nl man 77- IHHALE belay 
^cans in it ; cac jj 0 £ , taa ju ba f a cup with several dried navy 
including the Erst one has n^ 1 ™ 5 ° n cn ’ pty cup ' Eveiy man > 
straw, the Erst man remml , “ straw - B X “haling through his 
mto that of the next man b* n™ fr ° m his °' vn CU P and drops il 
mam he then does the same with the other 
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85. RUBBER-BAND RELAV 

A large rubber band that can be passed over the body of a player 
is required for each team. Such a band can be cut from an inner 
tube. Each man in turn takes the band, passes it over his body in 
either direction, and hands it to the next man. 
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signal the first man picks up the chair, unfolds it, and sets it on the 
lloor; then he sits on the chair, raises both feet from the floor, and 
clicks his heek together; finally he stands, folds the chair, and lays 
it on the floor again, after which he touches the second man on his 
team. This man, as soon as he is touched, repeats the whole per- 
nnance, an touches the third, and so on until every man has 
g ne through the process and the chair is lying folded on the floor. 

82. BUCKET RELAY 

As befnrn^A^If ^ ^ a y with a few added complications, 

dso h s aCw IT f0lded Chair ¥ng on the floor, but it 
umbrella lvim/ "7 n ld t0p and a whistle inside, and a folded 
Up the chafi g T fl00r beside the chair - Each in turn sets 
it P over his head. d ^l?” '** * hen he °P ens the umbrella and holds 
blows it- he renliT .if °P ans tlle bucket, removes the whistle, and 
the umbrella an *** l & W ^ 1Ste anc * t ^ le cover of the bucket, closes 

* ° n ^ fl °°b VZ mam ** ^ 

Each tc TH ’ OUGH - THe - H °°l‘ HEM, 

of a man. A rattan hnn ? e " ou S h to he passed over the body 
often used; some othn a ^ ut 3 W00( ^ en barrel hoop is most 
well. At the stTrtin *7 mi g ht be available will serve as 

man picks it un -?J g ' hoo P is on the floor. The first 
direction, that is pith* paSSCS entirely over his body in either 
then drops the boon t0 ^ 00t 0r fr °m ^ oot t0 head; he 

b°op, passes it overhis bo 6 ! ° 0r ' Eacl * m:m in turn picks up the 

■«» man lias dronncl u “ l dy ’ and dr0 P s if ,0 the floor - When the 
utopped the hoop, the race is ended. 

Tills relay ™ ,,0 “ GH -™E-Hoor SELnr 

s,t uu tlic floor. Tim first' Strcnu ° us for «»»« occasions. All players 
signal he passes the maD °, . cac h team has a hoop, and at the 
standing. Each j n t uni P °'! Cr hody in either direction without 
and hand* it to tbe ^ “** vcs thc hoop, passes it over his body, 
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card beyond the length of the room, particularly if the card is per- 
fectly flat For this reason, an old and slightly crumpled card should 
be used. 

5. soda-straw throw 

Players compete in throwing a soda straw for distance, using any 
method desired. 


6. PAPER-PLATE THROW 

Players throw an ordinary paper plate for distance. Like Playing- 
Card Throw, this contest might develop some throws too long for 
the room, but this difficulty can be handled and the contest is worth 
a trial. 

7. BALL BLOW 

A table-tennis ball is placed on the floor behind a line, and players 
take turns in blowing it for distance, each player being allowed only 
one blow. The ball should be placed on a rug, not the bare floor. The 
ball has a tendency to curve and may even turn back toward the 
blower, but each blow is measured to the point at which the ball 
comes to rest. 

8. ROCKET SHOOT 

Each contestant has a long toy balloon. He blows up the balloon 
and holds its mouth with his fingers. Then he releases his hold so 
that the escaping air propels the balloon. The one whose balloon 
comes to rest farthest from the starting line is the winner. Players - 
may take turns in releasing the balloons, or all may do so at the 
same time. 

9. CORK FLIP 

Each player has a small cork marked with his initial. He places 
the cork on the floor, or on a table, and flips it by snapping a middle 
finger. The winner, of course, is the one whose cork goes farthest. 

Section II: Pin bowling 

JO. GOLF-TEE BOWLING 

Ten spots are marked on a piece of cardboard in the form of a 
triangle, like the spots on a standard bowling alley. The spots 
should be about a half-inch apart, but the exact distance should be 
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thrown ° F THIS CttAPTEH ABE THOSE IN -WHICH OBJECTS ABE 

Many of them 6 )" 150 P r0 P e " ed ’ eidler for distance or for accuracy. 
p avrf innT d T much acti0D “ d too much space to be 
rSio n n a roZ ng r °° m ' ^ *“ eS P edaU X for abasement 


Section I: Contests for distance 

'• balloon THROW 

is marked on theMon™ *“ tlu ° win g an inflated toy balloon. A line 
•bowing as W as h/dn ** thn, "» ^ use a ^ method of 
is measured from thp l* S not ^ te P on or °ver this line. His throw 
touches the floor me *° S P°* a * w hich the balloon first 

An inn * 2 *' MLloow Ham m*-throw 

^ inflated tov hallnnn i, , 

to it- A knot is tied in ♦>, stnn S a hout three feet long attached 
^bc contestant prasm tT, ° f^. ln § a b° u t a foot or less from the end. 
around one or more Hm ° S J ”S beyond the knot, whirls the balloon 
FC bmeS > and Arows it as far as he can. 

Contesta ts ** HANDKEIiCH,EF throw 
clot!*, for distance. handkerchief, or similar piece of 

leader. A player mav pi S 7* , US , e handkerchiefs supplied by the 
ma >’ not fold it or til the handkerchief in his hand, but he 

ue a knot in it 

Flayers talc turns ,h PU ’'"' G - C/,RD 
A difficulty with Uits cn^T n S an ordinary playing card for distance. 

C ° n,CSt 15 * skillful player can throw the 
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73. C4NDLE BOWUNG 

Ten lighted candles are set up. about four indies apart in tenpin 
formation on a table. A low pile of books, upon 'vh.cb Ae 'bowler 
rests his chin, is placed about eighteen inches in front 
blows at the candles in an attempt to put them out getting two 
blows at each turn and scoring as in the game of Bow g. 

Section 111: Ringtoss games and contests 

A ringtoss game is one. in which players throw small rings or 
hoops of some sort, trying to make them encircle stakes or pegs. 
The players score according to their success m dorng K, In ^me 
similar games, a player can score by coming dose to .the pn ^thout 
actually encircling it, as in Horseshoe Pitc mg. " c 5 
here closed as Proximity Games and are described in Section I . 

74. RINGTOSS 

In this game players throw rings at wooden stakes. The rings are 
about six inches in diameter and are traditionally ">ade of rop^but 
other materials, especially sponge rubber, ^ lust as good. There 
are two stakes, each consisting of a wooden rod abou ^-fourths 
of an inch in diameter projecting vertically from ***™°**££ 
about a foot square; the base sits on the floor, and 
about a foot upward from the floor. The pms are coated »t any 
convenient distance. The players have five nngscach.TIey stand 
at one of the pins and the first player throws afl five of hu ^ nngs 
then the other player throws his five at the o l.cr p n^Eacl nng 
that encircles the pin counts one point for the ; * r owcr. The pi Bayern 
walk over to the pin at which they have just thrown, coun theseme 
and remove the rings, and then throw them at Urn n«t 

one who gets the larger score in any inning 

and continues to throw first until his opponent geb i harger score 
It is possible for more than two players to “mpcteech forlnm 
self but the came is best with cither two or four players. 1 four 
play, tli ey form two partnerships, and die two mcrnbcrs o cad, prnr 
stand at opposite pi ns. Then two oppos.ngplaycrstlirou tc nng^ 
in one direction, and their partners throw them back, exactly as m 
Horseshoe Pitching. 
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determined by experiment Ten wooden or plastic golf tees, with 
points upward, are set up on the spots. A felt pad or some other 
tviji S °^ ma ^ er ' a ^ ^ P^ ace d eight to twelve inches from the pins. 
Tiddly-wink disks are placed on this pad and snapped as in the 
game in an effort to knock down the tees. Each player snaps two 
disks and scores exactly as in the game of Bowling. If regular tiddly- 
wmks are not available, buttons can be used, one button being 
p ace at on the pad and snapped by pushing down on its edge 
with another button. J e b b 

Other methods of striking the golf tees can be improvised. A cork 
might be snapped with the finger; or a button or coin might be 
the C fi ° n 6 ^ an< ^ P ro P e ^ ed vvlt h a spuming motion by a snap of 


II. M4RBLE BOWLING 

distanrn^Q ^ °? e ’ S ame uses golf tees as pins. The bowling 
somewha X greater - about five and the pins arc 

of the marl 1 ti tlle depending partly on the size 

*W Ore marbles hr proper Taruckles- 
the standard gamV ° 8 ^ marbles at each 1x1111 and scoring as in 


* 2 ‘ SWINGBALL BOWLING 
A softb 11 ■ Doorway Tenpins 

way, the ball b y a cor d from the top of an open door- 

ten pins am Lt from the floor * In the doorway, 
of broom handle 1 6 U . SUa ^ 0rm ation; the pins can be sections 

of substitutes will w b* ^. ieces wood » hut any of a great variety 
inches tall and can h aS WeU P rovide d they are eight to ten 

used. The pl ayer t k ® Som etimes empty bottles are 

away from the dnnr,, °. , ! and can 'f es any desired distance 
Ho releases the ball ^ ^ lca ^P in farthest away from him. 

hitting them but will .if 1 lt wfl | swin S P ast the pins without 
swings on each turn i i hCm ° n tbe re{urn swing. He takes two 
h adaptable to a ^ tbe sta ndard game. This game 

a large and heavy ball 0311 even be played with 

experimenting. S andard bowling pins. It deserves some 



Missile Games and Contests 


191 


19. RING TWO 

Six bottles are used as pegs. Four of them are at the comers of a 
square measuring from two to four feet on a side; the other two are 
side by side in the center of the square. Players throw embroidery 
hoops or some other kind of rings from a suitable distance, each 
throwing five in turn. A player scores one point for ringing any one 
bottle, including one of the pair in the center, but he scores four points 
if he rings both of the center pair with one hoop. There is no point to 
this game unless the spacing of the bottles and the size of the 
rings are such that players will sometimes throw at the center pair 
of bottles and sometimes at the comer ones. It must be relatively 
easy to ring a corner bottle and score one point, and difficult to ring 
the center pair, but the reward for the latter must be sufficient to 
make the attempt attractive. 

20. GRADUATED RINGTOSS 

This game requires a set of rings that may be difficult to provide, 
but it is an exceptionally good game and justifies a considerable 
effort. Each player throws five rings, and these are of five different 
sizes, say eight, seven, six, five, and four inches in diameter. He 
throws these in order of size, beginning with the largest, all from 
the same distance, and all at the same standard peg. He scores one 
point for ringing the peg with the largest ring, five points for the 
smallest, and two, three, and four respectively for the others. 

21. SCORING RINGTOSS 

The target for this game consists of a board with several upright 
pegs, each with a score assigned to it. There are many possible 
arrangements of the pegs, but the one shown in the diagram is one 
of the best. Flayers throw rings of rope, rubber, wire, or other 
material. Players throw alternately until each lias thrown five, then 
the rings arc retrieved and a new inning begun. 

5 5 5 5 

10 10 10 
25 25 

50 
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The same game is often played under a variety of other names 
'' V1 , , ^P^vised equipment. Smaller rings are used, usually fruit-jar 
ru ers. ey may be thrown at clothespins stuck onto the edges 
Of boxes, at the legs of upturned chairs, or at glass bottles. 

15. THROW-AND-CATCH RINGTOSS 

th^l'! “ comicaI version of Ringtoss played by teams of two, one 
floor and l Id™ 5 ’ ° n<! h ° lding the P in - One partner sits on the 
allotted^ R 3 C !°‘ hes P in in his *eeth, while the other throws an 
missiblefnrt" °l fn,it t r rings * ‘he pin. It is perfectly per- 
make a throw successful Vh ° h °' dS ^ *° m ° Ve attempt *° 

16. THREE. peg RINGTOSS 

throw. Tlfe'pfg^e^/^y pegS ° f eqUaI height in line witI> the 
two, and the mirlHI* *7? thrower counts one, the farthest one 

hind of Ringtoss cquiomc .T The game can be ada P ted t0 any 
used. As in the ^ ^ Ut f ar m bbers and nails are usually 

number of rings an/LS player throws a prescribed 
bo fairly close 2 together. *** com P ared> ^ three pegs should 

A chair ' * 7 * CHA,R R,NGTOS S 

chair so that the do%vn and *ts seat supported on another 

four rings, one at eachnf ll!* X ert,caI1 y upward. Each player throws 
success and geb a Ie ? s - He scores one point for each 

game to be a success US -° • 166 P ° ints ^ be rin g s all four. For this 
give a thrower a reasnn^kf ^ le ^ S must be relat ively easy, to 

in S'y. if jar rubbers are to be uwd\f ri n Ei "? four Iegs ’ Accord ‘ 
qu>tc short, and it k * USC ^ throwing distance should be 
* ,S bcUcr to »* larger rings if possible. 

■n, c princj |e !*• quihcu m ringtoss 

I 051 - Tha target of'n! id . cntiaaI "dth that of Chair Ring- 

form of quincunx that is C ' nads » clothespins, or the like, in the 
the center. Tlic pl avcr A™ 0 ” f ” dl “i™r of a square and one in 
success, with a bonus J a," rin S s a nd scores one for each 
Of three for ringing all five pins. 
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m Mans — 

nlav Each player is given a certain number of pennies bottle tops 
tlnyltrvL of s S mall dislc-shaped objects From ^ng 1m 
parallel with the target and eight or more feet away ach^laye 
In turn throws just one coin, trying to make it come to ^ “ near 
the target line as possible. When all have thrown, the one whose 
MS the P crack gets all the coins. The g^e rs conPnue d 
until one player has lost all his coins; then each other player scores 
one point for each coin in his possession. taking 

In a variation of the game, there are only two P’ a y ers > ea “ takl § 
his turn throwing two coins. The man with the com closest to fte 
crack scores one point and if he also has the -cond c e t com h 
scores two points. This is, of course, the --e - 0 nng y em as 
used in Horseshoe Pitching. The score can 1 06 1 ’ y / desire d 
coins from one player to another, as in the basic form, if desired. 

25 INDOOR LAWN-BOWUN& 

In this game players roll small balls along the floor, 

to come to rest as near as possible to another sm«ftat s ems 

as a target. There is considerable choice in the kin 

rolled: Luis balls could he used but -cller rubbe b h - 

better; marbles arc satisfactory, but best of all 

ball. The ball that serves as the target ' , , h 

Bowling) can also be varied. The jack d" rcc 

bowled balls, but it must be heavy enough to ha S 

of stability; that is, a bowled ball should move the jack 

distance when it strikes it. The game.splayelonc agamst 

(singles) or two against two (doubles) In «**«“*£f 
bowk four balls, and in doubles all bowl from he same M™- 

The bowlers stand behind a line that S In ringl^he 
from the jack and bowl the balls towar 1 ^ ^ ci „j lt balls 
two men bowl alternately, one bal a a » u QW j alternately 
have been bowled. In doubles, two opposing 
as in singles and then when they have bowled tw o MUsn * . 
other two opponents bowl the remaining our t ,j ie j nc k 

When all eight sires 

scores one point, and the side t ^ . $ nearer , hc |^ c y than 

an additional point for each of (h( . s3mc scoring principle 

the nearest one of the opponents. permits scoring 

as the one used in Horseshoe Pitching, except that it permits sco g 
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,.^ Je ^^* s ^ nce between pegs should be about the same as the 
diameter of a ring. Conditions must be adjusted to insure that the 
game is a true diagram-target game; that is, that a player can quite 
eas y nng a pin without actually aiming at it. If the dimensions are 
PV aims for a certain ring there is no like- 
lihood that he will score on any other ring. 

22. HOOK-BOylRO TOSS 

tarpeM^ me r in P rinci P^ e with the preceding one. The 

She rh “ 1 board with nai!s for pegs, and the rings are fruit- 
|ar rubbers or other rings of similar size It is a very effective game. 

23. DODO 

(ex iemrf 1 1°™ 0t Hook - Boar d Toss. The board is two 
showS h “ *"**■“" or screw hooks, arranged as 


2 

5 

10 

5 

1 


3 

10 

Dodo 

10 

1 


2 

5 

10 

5 

1 


time, from a distance r ™ l 'l ar rubbers or similar rings, one at a 
scores the amount st. ° r ° U l ‘ dteen f eet - Each successful throw 
penalty for rintrinv th™ ° r * be boob or na 'h hut there is a severe 
hook has his scored 6 hook. One who rings this 

first to reach a hundred^vin StartS tbe next throw at zero. The 

S ^V^pro IV: Pr ° X ' mity 9ames and contests 

otherwise propel obiert C °" test ls one in which players throw, or 
come closer to the rmrl- tu * I P ar ^’ eac ^ trying to have his objects 
known active camre •/ t/” , se other players. Such well- 
Curling are based on this princ^i° C PitciliD S’ ^awn Bowling, and 

_ 24. H/T THE CRACK 

Tlie target is a 1* * 

purpose or n crack ^ 00r * e ither one drawn for the 

rea y exists. Any convenient number can 
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line cancel each other, and the score is determined by the disks that 
remain. Sometimes, a disk that touches the line and scores is 
counted as three points, like a ringer in Horseshoe Pitching. 

In doubles, one man plays two disks, then an opponent p ays two, 
the partner of the first player plays two, and finally the last man 
plays two. 

28. TUMBLE LINE-SLIDE 

In most respects this game is the same as Line Slide hut it in- 
cludes a new element that makes it different and fascinati g. 
The equipment is the same as in the other game, except that the 
line that constitutes the target is the end of a table or o her e ^ 
vated surface, so that a disk that goes beyond the hne wdl fall off 
and be out of play. The players must try to control the disks so that 
they do not slide too far. If an elevated surface is not available the 
principle can be adapted to a flat surface simply y ru ing 
disk that goes beyond the line is out of play and is not to e con 
sidered in the scoring. 

29. SQIMILS 
Croktnole 

Squads is an ancient game that is now seldom if ever played und 
this name. Crokinole is a trade name of a modem orm o ie ga™ ’ 
and is played on one of the commercially I ^ a ° u ac ^, rc ^ j 
boards sometimes known as “Crokinole Boards. An ordinary card 
table is perfect for playing Squads. A large circ e mus e 
on the table, its circumference coming within four or five inches of 
the edge of the table. A spot is marked in e ccn cr o , 

Each player has from four to eight disk- or doughnut-shap J 
about an inch in diameter; checkers will serve the purposaTwo 
players take turns in driving one disk at a time rom 
circle and toward the center, the driving being done by sn. pp g 
object with the middle finger. Scoring is based on the posit, oi^ of I he 
objects after all have been played, but several d,ffc ^ nt 
systems are possible. In one system, only one point >s 5corcd d. nng 
each inning, this one naturally being determined by the one ob ert 
that is newest the center spot. In another system. the I larscs ™ 
metliod of scoring is used; that is, only one man can * 
can score more than one point if be has more than one object in a 
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up to four points in one inning and of course provides no bonus for 
anything corresponding to a ringer. 

26. fNDOOR QUO/TS 

^ reaUy Hingtoss played and scored like the standard 
used but r eS a variet y rin g s an ^ of stakes can be 

prob* hi uc "* nc ^ 1 ro P e or rubber quoits and wooden stakes are 
rints bl^ e h f : 11,6 same is played as singles or doubles, four 
stake tj- f S dther C3Se - In **■«. men stand at one 
t T°. ako stand at °*er stake, the two 
rings then^the "nth ™ bemf = °PP onents - One man throws his two 
stake Ind thraWS his - In *&*. they walk to the other 

players throw th 't bacb ’ vv ’ lereas in doubles, the other 

that is closer to the stake’ i^lfth 03 "! S °° reS °” C P “ nt ** ri t Dg 
scoring W™ * , ian c ^ oser one of his opponents; if a 
of ooe S Z S ia Z 0 r, 3 ringer - if ““*• ‘ hr ae points instead 

ringers by onn^! Pi , td,in S' 3,1 ™S^ are equal and two 
until one sidfhas score^^J!?^ °^ r \ ^ 6 ame is continued 


In this 27 ‘ UNB 5UDE 

b'ne parallel withTh^ ^ at ^ks a ^ on g the floor toward a target 
closer to the line th* ^ ,ne > eac h trying to bring his disks 

the more formal iramn T ^ cl °PP 0nent - It is an adaptation of 
which the disks, made' f ^ ^uffleboard, played on a long table, in 
are propelled by han^Tt™^ Wei *S^ in g a pound or more each, 
concrete floor the di«l" k ^ . P^ a y e ^ on a wooden, linoleum, or 
proviscd cue similar fn tk Cm ^ ^y hand or by the use of an im- 
board. The disks slmuM l ° ne USet ^ ln standard game of Shuffle- 
diameter. In sinHpc » 6 mac * e °f hard wood about six inches in 
his disks and then the ^ 1 ^ ^ as ^ our ^* s b s * Th e first one plays 
opportunity to knoel- CCC ”] P a y s his. The second player has the 
him to do so and leaved ° of l b e first, and it is possible for 
shot. When all the did* h °"7 1 * n scor i n g position on the same 
•or each of his disks tW • '? ^ CCn P^ a y e ^» the winner scores a point 
opponent. A disk that »!,“ »° SCr to lhc !i ne than the best disk of the 
and oil such disks arc or, 11 ^ ^ t ° Uc ^ ies line is considered perfect, 
fine while the other k| Ua [ C J? n though one may barely touch the 
15 b “ c,c<1 b >- «■ Opposing disks that touch the 
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:el each other, and the score is determined by the disks that 
Sometimes, a disk that touches the line and scores is 
as three points, like a ringer in Horseshoe Pitching. 

□hies, one man plays two disks, then an opponent plays two, 
tner of the first player plays two, and finally the last man 
TO. 

28. TUMBLE LfME-SLfDE 

ost respects this game is the same as Line Slide, but it in- 
a new element that makes it different and fascinating, 
[uipment is the same as in the other game, except that the 
at constitutes the target is the end of a table or other de- 
surface, so that a disk that goes beyond the line will fall off 
i out of play. The players must try to control the disks so that 

0 not slide too far. If an elevated surface is not available, the 
pie can be adapted to a flat surface simply by ruling that a 
lat goes beyond the line is out of play and is not to be con- 
|d in the scoring. 

1 29. 5QLMILS 

| Crokinole 

|iails is an ancient game that is now seldom if ever played under 
kame. Crokinole is a trade name of a modern form of the game, 
is played on one of the commercially manufactured game 
Is sometimes known as “Crokinole Boards.” An ordinary card 
is perfect for playing Squails. A large circle must be drawn 
5e table, its circumference coming within four or five inches of 
dge of the table. A spot is marked in the center of the table, 
i player has from four to eight disk- or doughnut-shaped objects 
it an inch in diameter; checkers will serve the purpose. Two 
ers take turns in driving one disk at a time from outside the 
c and toward the center, the driving being done by snapping the 
ct with the middle finger. Scoring is based on the position of the 
*cts after all have been played, hut several different scoring 
ems are possible. In one system, only one point is scored during 
h inning, this one naturally being determined by the one object 
t is nearest the center spot. In another system, the Horseshoes 
thod of scoring is used; that is, only one man can score, but he 
1 score more than one point if he has more than one object in a 
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up to four points in one inning and of course provides no bonus for 
anything corresponding to a ringer. 

26. INDOOR QUOITS 

This game is really Ringtoss played and scored like the standard 
game of Horseshoes. Any of a variety of rings and of stakes can be 
used, but six-inch rope or rubber quoits and wooden stakes are 
probably the best. The game is played as singles or doubles, four 
rings being used in either case. In singles, two men stand at one 
stake, and in doubles, two also stand at the other stake, the two 
who are together always being opponents. One man throws his two 
rings, then the other throws his. In singles, they walk to the other 
stake and throw the rings back, whereas in doubles, the other 
p ayers row them back. Each man scores one point for each ring 
lat is c oser to the stake than the closer one of his opponents; if a 
scoring ring appens to be a ringer, it counts three points instead 
one. m Horseshoe Pitching, all ringers are equal and two 
? °PP or *nts cancel each other. The game is continued 
unbl one side has scored twenty-one points. 

27. LINE SLIDE 

line rnmfpi ne, -ii! a ^? rS Sbde a ^ on g th e boor toward a target 

closer to hi S ! artin S line > each trying to bring his disks 

the more fn 'T ^ tb ? SG *be opponent. It is an adaptation of 
which the (HA* ^ an J C ’ Shuffieboard, played on a long table, in 
roade of metal and weighing a pound or more each, 
concrete flno ? 030 P% ed on a wooden, linoleum, or 

252 "T:. th ? d by hand or by the Irse of an im- 

hoard The d'T* 1 ^ *°,j b f ° ne used in *b e standard game of Shuffle- 
dbmete? n ‘ , Sh0Uld 1 be made of hard wood about six inches in 
his disks and th* es ’ eac b player has four disks. The first one plays 
opportunity tn W,” t- ° Sec0I J d P^ a y s bis. The second player has the 
him to do so nn 1 T tbc diS ^ S tl,e ® rst ’ an <* P ossi ble for 

shot When nil u °v V f *V S OWn d ‘ s b in scoring position on the same 

bCCn P l ayed * * P" 

opponent A did- .v ‘ * K c oser to the line than the best disk of the 
and all such did 31 actua % touches the line is considered perfect, 

line “"mete « -X Wl y Job fte 

s bisected by it. Opposing disks that touch the 
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line cancel each other, and the score is detennined by the disks that 
remain. Sometimes, a disk that touches the line and scores 
counted as three points, like a ringer in Horseshoe 

In doubles, one man plays two disks, then an opponent Phys Uvo 
the partner of the first player plays two, and finally the 
plays two, 

28. TUMBLE LFNE-SLFDE 

In most respects this game is the same as Line Slide but t it : in- 
cludes a new element that makes it different and faematug 
The equipment is the same as in the game, except that the 

line that constitutes the target is the end of a a 
vated surface, so that a disk that goes beyond the hue wdl Ml l off 
and he out of play. The players must try to control the disks so that 
they do not slide too far. If an elevated surface » not available, die 
principle can be adapted to a flat surface simp y y ru g 
disk that goes beyond the line is out of play an is no 
sidered in the scoring. 

29. SQU4ILS 

Crokinole 

Squails is an ancient game that is now seldom if ever Played 
this name. Crokinole is a trade name of a modern orm o ® ’ 

and is played on one of the commercially ^manii ac y* ‘ 
boards sometimes known as "Crokinole Boards. or drawn 

table is perfect for playing Squails. A large circ e mus j 

on the table, its circumference coming within four or five inches of 
the edge of the table. A spot is marked in the cen er ’ ° , i 

Each player has from four to eight disk- or doug _S se Two 
about an inch in diameter; checkers will serve P ^P u, e 

players take turns in driving one disk at a time ro , e 

circle and toward the center, the driving being done y sn ‘ PP 
object with the middle finger. Scoring is based onthe posibon oftbe 
objects after all have been played, but severa j durine 

systems are possible. In one system, only one poin is object 

each inning, this one naturally being determined by the one object 
that is nearest the center spot. In another sys em, 
method of scoring is used; that is, only one man can s , * . . a 
can score more than one point if he has more than o 



196 


Missile Gomes end Contests 


position better than the best of his opponent. In still another 
system, two or three concentric circles are drawn around the center 
spot, and point values are assigned to the circles. 

When the game is played as doubles, it is no different from 
singles, except that teammates alternate in playing the objects. 


Section V: Hit-or-miss contests 

This section includes contests in which the player tries to hit a 
simple target, commonly a receptacle into which he tries to throw 
objects; he gets credit for a hit and no credit for a miss. There are 
no degrees of success except that measured by the number of hits. 


Group A: Objects Abe Not Thrown 

In most hit-or-miss contests, objects are thrown at a target, but in 
a cw they are projected by other methods, such as dropping, 
striking with a stick, or flicking with the finger. 


30. CARD DROP 

JS 5 ™ 11 b 1 ox 1 or P an is P la <*d on the floor behind and close to a 
H jj \ aC cbair ' Eacb con testant is given ten playing cards. 
* • ** S ln f° n * ^ chair and drops the cards one at a time, 
if * em tbe rece ptacle. He may touch the back of 
hirV tt’ U mus * no * k°ld his hand lower than the top of the chair 
tacle C SC ° reS one P 0 ^ l° r each card that drops into the recep- 


31. CLOTHESPIN DROP 

droD ten . a cbabr as Card Drop, the contestant tries to 

drop ten clothespms. one at a time, into a quart milk bottle. 

32. BEAN DROP 

a bean aThicluis his^v" ten , dried beans ' He stands erect - holding 
He tries ten K chin, and tries to drop the bean into the bottle, 
tncs ten beans and scores one point for each success. 


In this contest due 
to Doors, furniture, or 


33. FEED THE FISH 

regard must be given to the possible damage 
clothing. If conducted with care, only a slight 
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amount of water will be spilled, and damage can be P^vented 
without too much difficulty. A tumbler or other small vessel is placed 
inside a large pan filled with water so that it is completely sub- 
merged and 8 covered with a half-inch or more of water Each 
contestant drops ten pennies and scores one point for ^honetha 
goes into the tumbler. The penny is likely to strike the watera 
what seems the right place, and then skid off to the “ de a ” d 
the tumbler. The pennies can be dropped over the back of a chair, 
or from chin height without the chair. 

34. TUMBLER PUTT 

An ordinary drinking glass is placed on its side on a rug. Using 
standard golf balls and clubs, contestants take turns m puttmg a 
golf ball from a line ten to fifteen feet away. Each one gets ten 
trials and scores a point for each ball that enters the glass, whether 
it stays in or not. 

35. BEAN SHOOTING 

Each contestant has a soda straw and a supply of old Tash o 
kitchen matches. Using the straw as a bean-shooter, e i 
matches into a vessel that is placed on the floor a °u cn 
Players shoot in order, each getting ten trials, an scor 
each success. 

34. TIDDLY-WINKS 

Tiddly-winks is a trade name that, like many others has cmm= 
into general use. In the game, a player has a number of smafidisks 
made of plastic, one disk larger than the others. He Mb : a mafi Ida* 
down on the table, preferably on some surface no comp ’ 

then he presses the larger disk down on the smaller one and by 
sliding the large one off the edge of the other causes U to fly mto 
the air. This method of projection can be used m sever. 6 simple 
the most important one, and the one referre o er , 
contest in which each player tries to snap a number of the chsks 
into a cup. All players take the same number o s o 
distance and score one for each disk that goes mo P 

37. DISK ROLL 

The player places a small disk on a table top— it ni a) ^o a j 
milk-bottle cap, a poker chip, or anything sirmlar. He holds the d.sh 
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on edge with one finger on top and starts it rolling, using only one 
finger. In this way he tries to roll the disk into a small goal two or 
three feet away. The goal can be made by placing any two straight- 
sided objects on the table an appropriate distance apart, the distance 
depending on the nature and size of the disks and on the length of 
the roll. Each player takes a prescribed number of trials and scores 
one for each success. 


Group B: Light Objects Are Thrown 

The term “light objects” refers to objects that are so light in 
re ation to their size that the resistance of the air prevents their 
being thrown in the normal way. 

38. SODA-STRAW THROW FOR ACCURACY 

** a circ ^ e ’. or near cir cle, made from a wire coat hanger 
throw! r0m a su PP ort six * eet or so high. The players take turns in 
throwing soda straws from a line a few feet away and score one 
pomt for each straw that goes through the target. 

39 * PLATE pitch 

platens Il^ V Ejects at a plate. A heavy china or earthenware 
bottle cans or th° The P la y ers throw poker chips, milk 

that remain? o .1° f at P^ ate an d score a point for each one 
distance are snoh ? al j. T ^ ie P* ate * the missiles, and the throwing 
of sliding off ° at a Coding on the plate has a good chance 

40. PLATE TOSS 

They «« ^ a J crs actua lly throw plates, that is, paper plates, 
target but somowW 1 lar 6 et made from a coat hanger, the same 
for A^ mCWhat br S er that used for Soda Straw Throw 


, 41. SHUTTIE TOSS 

PhycR throw Shuttlecocks (those used 
•amc wire tarn*.* . , . „ ' L usea 


same wire tar rr#»f t* nose used in Badminton) at the 

l>c determined by' oZlri me u" ^ T ' le throwin S dis,ancc musl 

turns, cadi one taJdL ten .1 ^ “ aU , sumI;,r contests, players tahe 
success. ® n throws and scoring one point for each 
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42. PLAYING-CARD TOSS 

srjssSBSSjjssSni: 

varied at will, but at least twenty shou d be 

it time permits. The cards are thrown in rather rapid succession. 

43. PAPER-PLATE TOSS 

receptacle. The throwing distance is about ten teet. 

Group C: Standard Objects Are Thrown 

44. BEAN THROW 

Each contestant throws ten dried beans at a hat, 
similar receptacle from a distance of about ten feeban l score, a 

point for each one that lands in the receptacle^ contest^ « 

subject to unlimited variation. Any appropna e s ' su j,_ 

as peanuts, kernels of com, buttons, or paper c I ’ 
stih.ted for the beans, and any of a great variety of r^tades ca 

be used. The objects must be small but reasonably heavy for then 
size, and the receptacle should be such that an object thrown in 
will not bounce out. 


45. BEAN BOTTLE-THROW 

Each contestant throws ten dried beans at an 
from a distance of four or Eve feet, scoring one 
goes into the bottle. 


upright mEk bottle, 
for each bean that 


46. BASKET BOUNCE 

A basket or other receptacle is placed on the seat t of a ^ 

players take turns in throwing a tennis ball sothat « 

floor and bounces into the basket. As a vana » reaching 

turned so that the ball must hurdle the chairs bach before reaemng 

the basket 
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47. EGG-C/1RTON BOUNCE 

A paper egg carton, the kind with twelve small compartments, is 
p ace on the floor. Players take turns in throwing a table-tennis 
• "1 ° 61 sma ^ ^all, so ^at will strike the floor and bounce 

ln ° e » carton. One point is scored for a ball that remains in any 
one ot the compartments. 


48 . BEANBAG BOARD 

thrpp^f Cn h T d r a k° ut ten inches wide and three feet long has 
but nre ’ ^ ° f . 3 different size > cut in it. The holes are usually, 
seven inrhl° ^ circu ar * diameters of four, five and a half, and 
the board fn ^ SU SS es t e d. One end of the board is raised so that 
end toward fk * S? an ® e °* *^“*7 degrees with the floor, the low 

ELK z wri! ine ' Each ^ *» 

they sire three two ’ t ° t get , them throu S h the ho,es - and 

holes. rcsnectiveiv^Cime^ p" 6 46 SmaU ’ medium ' and ,ar S e 

a L\ 1 , vel y- hame is twenty-one points 

a high rewid'for dlOOSe bet ' veen ^ in g for a difficult target with 

reward. Accordinoiv^fte h”? tlying f ° r an easier one ,vi,h Iess 

eliminate the likeldion t c b °. eS must be far enou gh apart to 

on a different one. Also” iT SS *T n . g f ° r one ho,e and succeedin g 
basis of experiment » • ’ auditions must be adjusted on the 
exist. Such adjustment 1DSU J’ e * at choice referred to does in fact 
hut also in the size of C no * on ty in the sizes of the holes, 
throwing distance ° ean ° a S s > the angle of the board, and the 

Th° principled alJavtTh **** ^ as ^ een P^yed with many variations, 
nient of the holes cnnY. ° sam , e kut number, size, and arrange- 
can be vaned at will. 

The point of this ZlT^ THSEE - TW °-° NE 
the scoring system. It i 7 n °^.,* n dle nat ure of the activity but in 
game, but it must l*. ^ cri hed here as applied to a beanbag 
applied to any target thro C f Stood diat same system can be 
A square board is uscd^Vk w ^ u * c ^ several targets arc used, 
the spots for tenpins. T),l k! ” j C ? “°* es arranged in a triangle, like 
throw beanbags at it in „ ,? ard ls SCt U P at nn an g^ c * an d players 
S * i0 an attcm P< ^ get the bags to go through the 
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holes The conditions should be such that a fairly good 
succeed about half the time. The holes "^^t numtr on” 
one to ten. Each player in turn rows S ^ throws a 

if he succeeds he waits ?**££&*£ '£££. a third 
second bag at the same hole, and ,f he ^ times the 

hag. One who succeeds on t times the number, on 

number of the hole, on the secon ro jf j ie f a ;l s three 

the third throw one times the number; ’ > s throw in 

times he scores nothing. After the first Me, all 1 ^ ho]es 

order at the second hole, then the third »d^n.hmc^ ^ ^ 

are the same size, there is obvl ° u '. ■’ h | h l number two on the 
game. Thus it takes just as muchsklo h.thole n and 

fast throw as to hit number ten, but the former scores p 
the latter thirty. 

Section VI: Diagram-target contests and games 

A diagram target consists of several ' 22 

scores, permitting the thrower ^o have th ^J^j£ ic . circ l e targ et 
The best known target of this ki t t the shooter tries 

used in archery and rifle shooting. jj succeeds; if he 

to hit the bull’s-eye and gets a maximum score hesuc^ ■ rf 

misses the bull’s-eye he can still score y ’ j . negative 
the target. Some diagram targets have sections that give g 

scores. 

Group A: Throwing at a Horizontal Target 

50. TARGET TOSS 

Three or more concentric circles are mated on ^ ox . 

some other horizontal surface such as a j s in throwing 

From a line some distance away, players *«££££ , ]ie a£te b r 
beanhags or other nonrolling objects : scoring « that is , 

all have thrown. In this type of con es touches, no matter 

the object scores for the smallest circle J ha it * It ouches ^ ^ 

s:f.a7b„ ri - w . =0 '^ t s 
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the land of missiles available, the throwing distance that can be 
o W t0 T hi0h the tar S et surface n eeds protection, and 

snerifir r° rS °j reason w °uld be pointless to give exact 
Tb heT’ and general suggestions will be given instead. 

tim« be de”T, T? f CMeS " three > but f °” « Eve may some- 
and one- for' f ° r three circles should be five, three, 
distance’ shot, U 6 l, ClrC,eS mne ’ SeVen ’ five - thlee - one - 7116 throwing 

more than twelve^eet^Some 5 “ C ° nVeni p nt ’ and 1,155 is not often 
the diameters nf • i° me ex P enmen ting should be done with 
suggested for first 6 ^ Md Sbt ’ hve,ve * and eighteen inches is 

bufC are s ^eH rah ° n ,' Beanba S s are very good as missiles, 
many, and lame ste? Una V‘ ai,a,),e - Rubber heels are preferred by 
situaHons d The S onlv 1 WaSherS ^ exce P a ° na,I y good for some 
(when prormrW thro LT'aT 1 is ftat the "tilles do not roll 

bo made appropriate'™ them. ** target “ d throw “g Stance 
St . Magic-square toss 

arrangTd in fcee mwlof th^d^ of the di g its 1 t0 9 

sum of any horizontal «•<* ™ such a wa y that the 

oenturies it has been used ^ ' ° r dia 8 0nal is fifteen. For 

C " used as a target for various names fee for 


2 

9 

4 

7 

5 

3 

6 

1 

8 


or me type of - i» > an “ makes a very good target 
atget is marked out as sh ° con5 ‘dcrntion. The magic-square 
throwing at the target an^ ™ ab ° Ve ' and take turns in 

thrown. There is „ 0 fe r L™ x ™ re as the objects lie after all have 
not be scored as in Tamct T a missile that is on a line should 
the rule of standard ShufTloi 5t ls usually understood that 

that touches a line, no matte ^ "’’l' b ° foll °wcd ; that is, a missile 
matter hosv slightly, counts for nothing. 
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A size of three by four feet is often^ so 
large is suitable only when a thro g twenty-four inches is 

can be used. For most situations, fiat objects from any 

better. Players throw circular disks or o . cut from 

suitable distance up to twenty ' w00 den disks covered 

linoleum or wall board are very ’ sa is ry. objects 

with felt are probably best of ^ game can be 

that do not slide too much are go , essentially 

played easily by three or by two teams of two ach^ nv0 

a game for two players. Each player has five disks 

alternate in throwing one at a time. influence of the bull 

The distinctive feature of the S a ™ “ ‘ * e sum of the 

squares on the scoring. In genera a] p y ^ after all have been 
numbers of the squares in w , number that it touches; 

thrown, each disk counting for t e lg ^ for nothing is not 

the shuffieboard rule that a disk on a touching one of 

used in this game. However, if - he has 

the hull squares, then his score cas | t h e two cancel each 

disks touching both bull square , > sauare had been 

other and the score is the same as li^erLtag developments 
touched. This regulation leads o ' disk on a bull square may 

in the game. Naturally, a man with succeed only to have 

try to cancel it with one on the other; S oon oncnt’s throw, thus 

one of the offending disks dislodged by an opp°t icm s ^ ^ 

putting his score hack at zero. He i u.ght elect b 

himself, instead of canceling it wi ano different sizes. It 

This game can be played l on i* g ^ foot w ide , with pennies 
is sometimes played with a target 
as disks. 

56. DOUBLE BULL-B04RD 

This game is the same as Buff-Board^t Aa^e^t ^as 
four hull squares instead of two, wvi ^ four> a f ront row 

in the scoring. The target has fi -dded- t bus there is a bull 

tlut is identical with the rear one ci 6 ^ squares instead of 

square in each of tl.e four v« lose disks touch none of the 

one. As in the basic game. 3 P > ^ whoJe disks touch one 

bull squares simply “ dds , “ s s ^ cctc d, as follows: if he touches 
or more bull squares has his sco 
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54. KEEP OFF THE GRASS 

This is a modification of Toss ShufHeboard, in which the negative- 
score area is greatly extended and hence made more dangerous. As 
seen in Figure 3, the scoring area is completely surrounded by 
the penalty- or negative-score area. The rules are the same as for 
Toss ShufHeboard. 

55. BULL-BOARD 

As seen in the diagram, the target is a rectangle divided into 
twe ve squares, nine of which constitute a magic square; in the rear 
row t e ^center square is marked “10,” and each of the other two is 
marked Bull ” The target can be drawn on the floor, but it is better 
or it to e marked on a board and the rear of the board elevated. 


‘&u£l 
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which the thrower aims, provided any part of it touches the square. 
However, a dish is considered in a bull square if any part of it 
touches the bull square. 

A slight modification may be an improvement: If, at the end 
an inning, a player has disks in a series of squares that are next 
order for him, they all count, regardless of the order in which the 
disks were thrown. This means, for example, that if a player s next 
square is number five and he gets six instead, he can still score the 
six if he can throw the five later in the same inning. 

Group B: Throwing into a Receptacle 

53. NINE HOLES 

Balls are rolled at a target consisting of an inclined plane with 
holes or depressions in which the balls will come to rest if properly 
delivered; the score is determined by numbers assigned to the holes. 
The holes are, of course, always nine in number, but the values 
assigned to them vary. Sometimes those of the magic square are 
used, but the ones shown in the diagram are probably better. The balls 
may vary in size from croquet balls to small marbles, and the target 
should vary accordingly. The diagram shows a target twelve inches 
wide, suggested for use with golf balls. The holes are three inches 
between centers and they must be j'ust too small to allow a ball to 
drop through. An elevated rim surrounds the board, except at the 
front. This rim is best when curved as shown, but a square-cornered 
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one bull square his score for the inning is zero; if he touches two 
bull squares they cancel each other and his score is the same as 
with no bull squares; if he touches three his score for the inning is 
doubled; and if he touches all four, his score for the inning is 
multiplied by four. Game is one hundred points. 8 

57. SEQUENCE BULL-604RD 

b,3rsr, the 5ame * ai S el and disks as Bull-Board, but the 
the greater skitt °a u distance shorter because of 

all of the s ref pured. The object of each player is to score in 
0rder a ", d a™ again in reveL order, that is. 
one through t 6" 1 "? down. Going up, he must score in squares 
comLg do™ “L ",‘ he lEft b c U " SdUare and the buU square; 
S q-es ten, nine, ^ ^ the " 

game. The first nh."' ilm j"S s °f bve throws each, as in the basic 
°no and whether hp 6 ”* “ t ** «- for square number 

tecondXer uien ,h „ UCCe n dS c° r "* ™ its for k * next turn. The 
first player now takrc v™* ^ at s q«are number one. The 

one heCwTfc c ™ d S T d ^ disk * in ^are 

again. They continne ih ‘ T are , ' vo - ,£ ”<* he throws at one 
they start the next inn- US tack has made five throws; then 
square next after the n n , Cack throw, a player tries for the 
be forgotten ftat?d-? WhiChhe has scored, but it must 
the score eliminated Th^ ^ Sc ° nn 8 P OSk tion can be moved and 
squares one, two and tbr ErSt innin S a man might hit 

jf his opponent should dief^” a PP arent iy be ready for four; but 
have to start ag i„ at f " 2“ disk trom ^re two, he would 

man scores in ° four ' ° n ‘ b e other hand, if the 

position at the end of th* ' V °- > t ^ ree ’ anc * *h e disks are still in 
ticular squares cannot hp is sa f e J credit for these par- 

th ^ n t ^ ianing with number ^ him ’ and he wil1 starl 

the current inning and tUrn 0111 ce ^ s the thrower's score for 

was at the beginning 0 f .t,. - C ? ext throw he must start where he 
mning with number four and^T?' F ° f exam P le > a man begins an 
square on his third throw H ^ f ° Ur and five and thcn hits a bul1 
throws in the inning “ , nOW back 10 four - but still has two 

S general, a disk counts for the square at 
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cup or another vessel of abou e kettle, washbasin, or 

pan or the like, and the outer one a *8^ > be ^ 

something of the sort. ?£ e ^"eil) clothespins> or other suitable 
Players throw peanuts (m the sh b P ^ as for 

and available objects at Hus target. The rules are 

Box-Target Toss. 

62. SKEEB4LL 

SkeebaU » to — - ™. 

of delivering the ball. The bd “ r ° ' Qn th:il the ball to 

over which it rolls has an inclin Q way t ^ a t it will 

jump into the air. The ball must e ro ^ ^ momentum to 
roll up the incline and then jump \ 1 . ^ in commercial 

fall into the boxes. This game is so ^ privilege of playing, 

establishments, where patrons pay wooden ones 

In such places the hexes are circular and the balls 

about the size of croquet balls. 


63. MUFFIN-P-aN TOSS 

Egg-Carton Toss 

Players throw pennies, buttons^chec kare.^wa sheis, or ^ ^ 

objects at a tilted muffin pan. ac ^ ^ ( ] ie tola i 0 f the 

marked with a number, and the P y bas coins a t the end of 

numbers of the compartments in w . example, as shown in 

the inning. The numbers can be assigned, lor examp 

the diagram below. 
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mm/LT Ch l?^ er make and is g° od e "ough. The froot edge 
must be bevelled so that the balls will roll easily onto it. 

then thfnThV 5 n T 11,6 first three balls, and 

of the balls after all sixlave Wolfel detennined by ^ P""" 

M - SEQUENCE NINE-HOLES 

BoIId game is fte same as that of Sequence Bull- 

by the first nlaver cannot foore in the same hole, the balls rolled 

must scom P tLTntae e h r T OV - ed the 0ther «• Each man 

reverse order If h ° ,eS .“ “<*> order, and then again in 
holes, they all counf 7 scores hi the proper sequence of 

were rolled. ° r hun re S ardIess of the order in which they 


toss 

for^V a mXm»Jr * sizes is the target 

smallest inside the mlddla? i* 0 * * SCt “ side the ,ar g est - and tllc 
fercnceinsfeesotLr^r n° De - Ther0 m “ s t be enough dif- 
t° receive the balls or oth ^ aCe . s :etwecn boxes will be large enough 
for this type of targe, t are sometimes used 
have a strong tendenev tn ^ are . not rec °mmended, because they 
to use balCwhich Si? 0n ' he ed S es of ,he boxes; it is better 
order, five throws at each h,” 06 r °, m dle ed S fts - Players throw in 
" wllic h the balls go-five f . ’.v " d score according to the spaces 
surrounding i,. and one 7J ™ cen,er box, three for the space 

Kindred, or any other number d 0 j S P ace - The first to score one 

S a ™. of course ^ r d 7 ded *? ad ™ e . * *he winner, 
ts one made of conceal*! t ? I0VisiD S- The boat target of all 
f ^0 question; it is more 7“. but *V ™ 

ics can be found. The r-im ? ° assem hled from whatever 
orge as tennis balls arc SV best when balk at least as 
feet or so; however, it wor i., “ nd the throwing distance is fifteen 
onsphcrica] missiles lilcc rubberneck ' Vidl sma Ber balls or with 

In principle this on ”* ' A "' 1A,:GeT r °*s 
is really the sa'rne »£** “ Box-Target Toss; it 

a smaller scale. The target is made from 
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eight disks have been played, the scores arc noted. Here a very 
distinctive feature of the game applies: Any disk that touches a line, 
no matter how slightly, is completely disregarded and counts 
nothing either for or against the player; the only disks considered 
arc those that arc entirely within one space or another. It follows 
from this that the relation between the size of the disk and that of 
the spaces is quite important, for the larger the disk in relation to 
the space, the more likely it is to touch a line. It is recommended 
that the diameter of a disk never bo more than half die side of a 
space. 
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64. MUFFIN-PAN SKEEBAU 

is Jsman bauT, 46 T! *f g6t aS Muffl “-Pan Toss, but the missile 
£ in aLS “ r °" ed a,0ng the fl00r and i um P s from a take-off 

Group C: Shuffleboard Games 

be^itSh^coroVi 5 ^^ 0 ^ "**» ‘ O0 mUch *- 

well be played at home ntJ ^ * ““P** version of it can 
Shuffleboard because thPv 6 ' °? ier 8“““ ** resemble standard 
target will be described al^Som^ r” ' aIidl ’ ,1 S ob i ects a* a diagram 
to be played on the floor e , °* ^ included here are 

played on a table. * ereas ^ ose on a sm aIIer scale are to be 


Tt. 65 ‘ Rfc ‘ROOM SHUmESOytRD 

Th« game is Shuffleboard adanted . . 

a basement recreation rnn m ? d to the limitations of space in 
Shuffleboard the player slides Tt l °i the ec 3 ui P ment available. In 
^ shoving themU XL ^ G °° r “ a tar g et 

game, the disks are six inchpc • ca ^ e ^ a cue - 1° the standard 
should be not more ,ha n four” t™"' but for Ulis g ame they 

wood or other materi^r Cdhh ^ <Wter ' Disfe 

desirable to have some C „ ? n * "»i For cues, it is 
roomsticks will do well enouph°Th Stic ^’ but lacking these, plain 
^plicated, aud for this "earn ' 7? Standaid dia g™n 15 somewhat 

gome called "Deck Shuffleboard” h “ “§ S !! S * ed ^c °”o for ‘be 
. e diagram consists of the 6 USe< ? “istead. As seen in Figure 
games previously described nlm^ 6 ma S ic square as used in several 
P'us ten and the other m^f ,17° “* at ,he «*. one counting 
•n he standard gam e> ™"“ f “ (“ually designated as "ten off”) 
Tnt °[ U,e , co "tti however iLtl are used, one at each 

p,a >' crs retrieving the 'l quite satisfa ctoxy with only 

&ch o,X°,t C CVCTy r eaCh ^ ™ d *** 

colors or otbcnvise disb - which must be of different 

a me as far distant from rtm fa * n lh ° se ° f his opponent. From 
alternate in sliding 0 „ e duk\, 1 F"" “ ““vernent, the players 
* at a time toward the target. After all 
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be about five inches square, and the shooting line at least eight feet 
away. 

Section VII: Dart games 

The games and contests in this section are all based on throwing 
darts at a vertical target of some kind. A dart « about six inches 
long, is nearly always made of wood, and has a sharp pom 
end, and feathers, similar to the fletching on an arrow, at * e 
The darts are not expensive and can be bought at a ga pp y 
store. The board on which the target is mounted presente a few 
problems. In the first place, it must be considerably ’“S'* ““ ‘ 
target itself so as to prevent damage from wild shots, n 
place, the board must be sturdy and yet soft; if it is made of even 
moderately hard wood, the darts will be difficu o re - • 

targets for the game have a maximum diameter o irty ’ 

two and a half feet, and it is best to mount them on a board five feet 
square; if it is not feasible to use so large a board a backstop should 
be provided behind the target to catch stray shots. P lam st * 
works quite well, and wood covered with sheet cork or hnoleum is 
widely used; but for most situations, the best board is a s ^ 
wall board. The target can be marked directly on the b 
can be marked on paper attached to the boar . _ n j 

In all the games, the darts are thrown from behind a hne and 
must stick in the target. Occasionally, a dart that appears properly 
thrown will bounce from the target, or stick for a moment and then 
fall, and it may seem that the throw should be counted; but fte rde 
to follow always is: no stick, no score. Of course, ther * some 
danger involved in these games, and the rule that no one shall ever 
be in the path of a throw must be strictly enforced. 

71. DARTS 

This is a simple contest in throwing darts at a conccnWc-circlc 
target. The number and size of the circles are, o cou se ub et o 
unlimited variation. One target in extensive use has ten circles, th^ 
largest thirty inches in diameter, and others decrea: ;ing y 
three inched that is, the bulls eye is three indies m "er,U.C 
second cirde six inches, and the otliers nme, ve v ’ g 

to thirty inches. A very good compromise is a target with hve 
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66. TARGET SHUFFLEBOARD 

so^hLXrt ° f thr6e concenWo cMes with diameters of 
Zp lMto as if ax,een - and twenty-four inches. Disks are 
ft, the method^ " “ Aboard, but are scored according 
three^andone "* *“ - W- -ore five® 

it touches As in cn a, T e y ’ and a dls,: co »n‘s for the best circle that 
four disks'.^hen thf ^ ’ playerS aItemate U °*U each has played 

removed Sud a ni Z re “ 46 disks «*- the disks L 

points, as agreed upon in^dvaneT Gi * me & ° r °" e hmdred 
«. S£Q U£NCE SHUFFLEBOARD 

board, bufthe"coZ P me e thZ* *5® Same aS for Rec - R oom Shuffle- 
™at is, each player m ust ^ the ” Se ‘l“ ence BuI1 - Boald - 

then ten-off; tlien in dcsZr S p aees in order, one through ten, 
If he gets ten-off at the wrnnZ "Z ten ' off and ten through one. 

g me, he loses all score for the inning. 

n 10 SHUFnF bull-board 

otherwise the^^* idZ"? “ ta Rec - R oom ShuiHeboard; 

“ identical with Bull-Board. 

This is a game fo ^ SH ‘' FftE60 '"»> 
which a table eight feet or ^ Unate ’ and probably rare, situation in 
■ike the one for Rec-Room ShodT !, ngth * S availabIe - A diagram 
at each end if convenient th Z* 0ard is m arked on the table, one 
si e. Disks about two and a being about five inches on a 

* cy are propelled with shVl-r mC eS * n diameter are used, and 
game is identical with the oil, Z “ three feet lon E- That the 
,ab,c *”P. with a smZ j' r ‘T’ “"** that it b P - a 
court and smaller equipment. 

A small-scale shufnZZ*" SHUFFU,,0 « D 
similar small disks are shot bvs lagra - m “ Iaid out > a " d checkers or 

Tins is usually thought of as a ."uP" 5 tbem with ,he middle finger, 
played on the floor. I n this r c S am ®. but it is even better when 
S °- ,he Taoes in the diagram should 
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73. ENGLISH DARTS 

The game of Darts is played a great deal more in Creat Bntain 
than in the United States. There the National Darts Association 
promotes the game and makes the rules. The British target , >s > quite 
different from the American one, consisting of a circ e P 

tliat divide it into twenty sections. Each section is num r . 
the scores correspond to these numbers. There is a 
eye, one within another, and other complicat.ons 4at will not be 
specified here. The game is always set at a certain number of 
hundreds plus one, that is, 101, 201, 501, or even 1001. To « 
player must score the exact number; if he goes over ** "umberhe 
loses his score for the inning and must wait or. is nex • 
interesting minor point is that a players score ,s dways indicted 
in terms of the number of points that he still has to make f° 
for example, if game is 201 and a player has scored 140, his score is 

T“e British target is better adapted than german 
one for the development of a variety of games, it is used for many 
games having different requirements and scoring systems. 

74. DART CIRCLE-THROW 

The target consists of a single circle, four or 
diameter, depending on the throwing distance an with 

throwers. Each man is given a certain ° f . ^ S , n ^ 

standard darts and scores one point for each dart that sticks in th 

circle. 

75. BALLOON DARTS 

An inflated toy balloon hangs in front of a backstop.and P y 
take turns in throwing darts at it. A point is scored when .the ballon 
is broken, no credit being given for a hit that does 
balloon. The balloon should be small and the throw g 
rather long. The balloons will not be broken so often as one might 
guess, but even so, a considerable supply of balloons should be on 
hand. 
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circles, the diameters being five, ten, fifteen, twenty, and twenty- 
five inches. 

Any number can play, but for obvious reasons the contest is best 
wit two sides of one or two men each. Sometimes the sides alter- 
nate in throwing one dart at a time, but it is recommended that 
they alternate in throwing three; that is, one side throws three, 
en e ot ler side throws three. The outermost circle counts one, 
e next two, and so on, so that the bull’s eye counts as many points 
as ere are circ es. A dart that is on a line counts for the higher 
scoring arc e. In case of doubt, the dart is removed and if the hole 
ma e y t ie dart cuts the line at all, the higher score counts; this is 
e same ru e as used in archery. The winner is the first one to score 

nU T ber of P oints ’ sa y 100 or 200 , but all must have the 
me num er o throws. That is, with game set at 200, the first 

thrnwpr 'I ai ! J inning mi S ht brin g his total to 202, but if the next 
is used- t° U C - SC ° re be woub * win - Sometimes, a special rule 
prescribed. 0 -71”’ 1 ^ a ^ er must score tbe exact number of points 

the innimr' a lS SC ° re exceeds this number he scores nothing for 
the inning and must wait for his next him. 

^ . 72 - -ARCHERy DARTS 

Darts It se P arate game, but a special form of the game of 
cordinply thcT’ m ever ^ Wa y P ossi hIe, the rules of Archery. Ac- 
fifteen, hvcntv ar ^ 6t mUSt bave ** ve ohcles; circles of five, ten, 
lialf the si 2 e of 11 ° tWent y* five inches are very slightly more than 
9, 7, 5, 3 an j , 1 p Se ° n a standard archery target. The circles score 
all have thrown .V^ er in turn throws three darts, and after 

more, so that »?, ^ witbou t removing the darts, each throws three 

darts arc rcmovedlm^ *** ° n the target for eacb side ‘ Tbe 
1 * h ncccssarv fl sc ® re d. and a new round or “end” is thrown, 
distinguishable f ^ ° , rtS thrown by the different players be 

points fo r a _ ar J 0B ! ' olber ‘ There is no prescribed number of 
monly 30 thrown U * f a ^ cr a prescribed number of darts, corn- 
all darts lave boo ^. Cac 1 Sldc ‘ The one with the highest score after 
he carried farther^ ir °' lvn > “ the winner. The archery idea can well 
number of throw ' av j n g several throwing lines and a certain 

various standard l T 3 ° J TOm eacb the several lines, as in the 
anuard archery ‘•rounds.” 
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4. MIRROR THROW 

The player, holding a mirror in his hand, stands with his back to 
a suspended hoop. Looking only into the minor, he tries .to throw 
a number of beanbags or other soft objects through the hoop, one 
at a time. 


5. CUT THE CANE 

The player holds one end of a cane or wand in his right hand, 
other end resting on the floor. He releases the cane, swings 
leg over the top of the cane, and grasps it again with the right hand 
without allowing the cane to fall. The stunt may be repeated w£h 
the left hand or left leg, or with a different direction of the leg 
swing. 

6. SPOON LIFT 

An ordinary silver teaspoon is placed on a table, bowl I up. The 
trick is to lift the spoon with one hand, by placing e um 
end of the handle and one finger inside the bowl. It seems 
but, as a little experimenting will prove, it can be one. 

7. CARD SNAP 

A small card, such as a visiting card, is balanced . an .the top of mne 
finger, and a coin is placed on top of the card- ® ,c g; es 

the card with the middle finger of the other hand, so that it fl.es 
away and leaves the coin balanced on the finger. 

8. CANE SNATCH 

The player holds the top of a cane with one h ™ d - thc " 11 "j r "g 
resting on the floor. He releases the cane, turns entirely around, and 
grasps it again before it falls. 

9. PLATE TWIST 

The player balances a plate on the palm of his 
hand being held forward with the forearm I™ 2011 ’ . . ’ 

and elbow close to the side. Keeping the plate balanced on h,s palm, 
ho moves the hand inward to the left an un er aliow- 

continues moving the hand in a counterclockwise duection^aflow 
ing it to move away from the body and upward, unbl it has made 
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FEATS OF OSCULAR DEXTERITY, OR STRENGTH. 

to bo hpvn "i rt? UirC SUC ^ slrenuous exertion, or so much space, as 

ui.abl,T i S “ Pe ° f thiS boolt ' but “f *em are quite 
suitable for indoor use. Such stunts are described in this chapter. 

Section I: Object-manipulation stunts 

I. CATCH PENNY 

and the^riVht hqnrT- ^ e ^ ow unti l the forearm is horizontal 

on top efts P T1 P ^ ,hc ri S h ‘ P^es a coin 

catches the coin in h™ • by topping the elbow suddenly, 

quite easy Z ^ With a s ‘ D gIe coin the stunt is 

increased. Several rn * B f arne< * l ^ e number of coins should be 
^carm, or ^“bl ^eed £%£ * ™ ^ ^ 

, 2 - FUNNELB ALL 

a une is marked to r 

behind the line hnTd- ° 6t or , so ^ r0m a wall. The player stands 

in one hand and a rubber 
then the wall and wt °™ S ^ so *^ a t ** strikes the floor first, 

the funnel without ^ ** re ° oun ^ s » be tries to catch the ball in 
mout stepping over the line. 

The pla cr ** NEC * TH * OW 

ing on tlic back of hiTneik ' *L{jf ad ^ cnt forward and an object rest- 
worn softball, a soft shn ™ S °°i cct might be a beanbag, a wcll- 
too Ann. By suddenly^ ? ran >'. thin g that is not too light nor 
the object into th c a i r n r ??? lCnin g * lis nec ^ ant ^ back, he throws 
Iiands. n cn turns around and catches it in his 
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holding *» ** » "".f Cn S "/« »y 

iL‘ir«,““d ' Ti w » d. »a »m b. «y «y » 

move the wrong finger. 

15. RIGHT AND LEFT 

The player stands on one foot the 

clockwise circle. He extends t le ng , . s trying to swing his 

foot circle has been made a few tun > d ? ect “^ xlie directions 
right hand in a circle in a coun Reversed. The stunt is to swing the 
of the circles can just as well be 
leg in one direction and the arm in another. 

■ Section 111: Balance and strength stunts 

16. CAN BALANCE 

An ordinary tin can is placed upnght on the J« **£* ^ 
one that has not been opened. A f oot fa om the ca n. 

folder of matches are also on die oor ^ ^ ^ the other foot 
The player must stand on one oo P strike a match, and 

held free of the floor, and pick up ° must not tou ch 

light the candle. He may stoop and bend at wm, n 

the floor. 

17. bottle balance 

A quart milk bottle is placed on its side parallel 

sits on this bottle with both legs ex ® j fl 00r and places it 

with the bottle. Then he raises one foot k® only on the 

on top of the other, heel to toe, mself in this position, he 

bottli and one heel. While balancing P Inst ead, he 

must pick up a pencil and a pa an n( j] e or thread a needle, 
may be required to light a cigare e o • Bottle-Balance Kace 

The sameidea is the basis of a contest calleo n 

(see Chapter 11). 

18. CANDLE BALANCE 

i , Thpv kneel on the floor facing each 

This is a stunt for two players. > ^ ot hcr an unligbted 

other, one holdiog a lighted can , j,and and lifts the 

candle. Each man holds Iris left foot in his left 
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two complete circles and finishes in its original position. The hand 
moves in a spiral, counterclockwise and upward and, as has been 
said, makes two complete revolutions. This stunt can be performed 
with any object that is not too large, and it is quite effective when 
a ™ e ,' vi a vesse l water or with one object balanced on top of 


HOBBLE FEEDING 

S ! unt ^ or tw0 Payers is sometimes used as a penalty. 
Z t! S1 , ° Se ‘° Sether on the fl0M - holding a dish of ice- 
SakoV y " t0 ” hing the dish with onl y one hand. Each 
S so p00n ; hul ,he s P°°ns are bed together by a 

apart The nl ley , ca '' nof h e moved more than six or eight inches 
apart. The players feed each other, alternating in the attempt 

"• dime oh nose 

‘0 daodge it enfwyby^iSingl* °° “* “ d 

Section II: Coordinafion stunts 

tE. CROSSED WIRES 

with the left hand^At ^ left Ear With his ri S ht hand and his nose 

and grasp his right ear^w?' wT St J uickl y release his hands 
n ’ght hand. He should u i_i kand and his nose with the 

the other and back again & G ^ UIck ty ^ rom one position to 

•n lis o]dtime ,3 * PAT AND ftt/B 

one hand and simulHn^ 1 *^ 8 ° ne t0 ^h to P his head with 
other hand. It mav u_ U . S ^ !° P at his chest or abdomen with the 
chest, or by reversing Chands.^^” 2 ** head ”**** 1116 

The player ext CROSS£D FINGERS 

over tlie other, and fn^t arms straight forward, crosses one hand 
palms should be to-dW ^1^,° fingers of the Uvo ^nds. The 
down. He brines thn tn i *° , e ® n S ers on top, and the thumbs 
ands m to his chest and turns them upward. 
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23. WALL HEAD-PIVOT 

A line is marked on the floor about twc -feet tom a waU- «- 
player leans forward, places his head again e body 

arms behind his back. Using the head as a 
in a complete circle, without taking bis head from the wan 

folding his arms. 

24. WALL PALM-SPRING 

The player stands behind a line that is ^wn on foe floorjome 
distance from a wall. He leans forwar an r han( j s he springs 
hands against the wall; then, by pushing ma y he 

back toL erect position He must • "^^^thTmost 
conducted as a contest, the object g P . ^is thumbs 
distant line. Sometimes a player is required to rest only n 
against the wall, instead of the palms o is an . 

25. WALL NECK-SPRING 

A line parallel with a wall is marked on the 
leans forward, places his head against e w , 
back to an erecistand. The arms are free and may be used 
in the spring, but they must not touch the wall. 

26. PICKUP NECK-SPRING 

This stunt is the same as Wall Une and the 

dition: A stool or a similar object is place e - Tji c ks up the 

wall. The player places his head agmi^* while holding the 

stool. He must then spring back to a ^ must not 

stool. He must lift the stool before starting P 6 
push against the stool while it is on t e oor. 

27. TANTALUS 

The player stands with his back against a “'pfeced on 

touching the wall, and his knees s - ^ fonvard at the hips 
the floor in front of him. He is now t knees or moving 

and pick up the handkerchief without bending his knees or 

his heels from the wall. * mr »n««ihle for one to 

This is not an honest stunt, because 1 P° jf ihc 

pick up the handkerchief in this way (although it can be 
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foot and leg clear of the floor, so as to balance only on the right foot 
and leg. This is difficult, but it can be done. While balanced in this 
way, they must bring the two candles together so as to light one 
from the other. The same idea is the basis of a contest called Candle- 
Lighting Race (see Chapter 11). 


19. BROOM LEVER 

The player stands erect, one hand holding the end of the handle 
? ,j. r0 °‘. n ’ ^ le c °rn end of the broom resting on the floor. Now, 
lo mg is arm straight, he must lift the corn end of the broom 
*“,1 r ?°! , e H° 0r nntd ^ le broom and his arm are horizontal 
stronir" W ”1 *' stunt re£ l uires unusual strength and gives a 
be dlre‘"^ ch c ance t0 demonstrale his ability. The difficulty can 
shorter ha„1,'e°^ OUrS . e ' by . Usin f a U S h ‘« hroom or one with a 
marked din >. f stu . nt is casier , too, if a grasp at a certain 
marked distance below the end of the handle is permitted. 

20. CHAIR LIFT 

kneels besidZthe^l^-"^ 0 ^'' cbafr s,ands on the floor. The player 
and tries to lift the 1 ^’ R ras P s *he bottom of one of the rear legs, 
of strength and one i, T ,' he floor - This is not -Italy « matter 
develop the knack a m ° ° D lllt! first attem Pt can probably 
one of the front lens m ° re d ® cu ' t variation is to lift the chair by 



Section IV: Well end cheir stunts 

^ ]e . 22, Foor-Pivor 

against it, in any dcsir^l* a an< * P^ aces sole of one foot fla 
the other one without P° s,l,on - He now jumps over this foot witl 
'vnhout moving the foot from the wall. 
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one end chair and his heels on the other .He now -cheshis .back 
so that he no longer touches the middle , cl ? d ch a irs . 

removes this chair, leaving him supporte o y >' ^. jf jj e 

The performer may also remove the center chair o " 0 thcr 
grasps the chair, lifts it over his body, and replaces 


side. 
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mles are relaxed to allow bending to the side). The stunt is included 
because it is very widely known. It is often used as a forfeit. 

28. CHAIR PICKUP 

wram h'T* *“? 0 " “ strai S ht - ba ^ed chair, facing its back, and 

and P then b S A a n° U i l ** ^ Iegs ° f the chair - He fo,ds 1153 a™ 5 
ihe floor *r <b t. ba< ^ V Sl °' vIy until his head * almost touching 
and returns in 5? P ‘ Ck “? “ handk «chief or paper with his mouth 
Pincr shoo! 1 j, S ° rl S lna ^ 1 position. The top of the handkerchief or 
paper should be a few inches above the floor. 


CHAIR CREEPER 

Of a sto-dy aSght'cto a/o'iT ^ ** righ ' ® dg ® ° f fte ^ 

because of the fanner of . ° rdlnai y P ln is commonly used, but 
fastened with a nin n tl, °' vln S a small square of paper 
player toon ifiZ *£ h sugg “* ad as “substitute* The 
and grasping it with his t, a" * 5 ,® l 631 of ,lle c,lair . facin g *e back 

tho back of the chair mn " dS ' He 1S nOW re 9 Hir ed to crawl around 
shoulders Icadine unit! i™*® c ° un,er elockwise and with head and 

tectli. Then he back up and rauv ® L° pi< * Up ,h ° ° b i eat W “ h biS 
touching the floor Th g ai ns his original position, all without 
and shifting it morc tn °,c * a , ct P os ‘ tlon of the object is important, 
more difficult ron * et ^S e °f the chair makes the stunt 


This stunt is CRAWL 

object to pick up/Thc nh° Cha ‘ r Cree P cr ' that there is no 

a straight chair* he th™ i*^ S ^ r . ls * rom a normal sitting position on 
a nd crawls around to tl ° n ^ si ^ c on the seat of the chair 
must continue the crawl t *! S ^ e ^ 0rc * This time, however, he 
and has come back tn i n - ft . ° iaS S 0ne entirely around the chair 
* S1 in S position, all without touching the 


TT.i- BRIDGE 

*“ stunt is QuJf/» j . 

appears. Tfirce straight a jP r * ?sslvc hut not nearly so difficult as il 
The player lies on his bark ” !< ? nd sidc hy side, a foot or so apart. 

hack on the three chairs, resting his head on 
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4 TAIL ON THE DONKET 

n» .( . YJZ TS £S£ 

of cardboard and hung at one end ^ ^ ot h er end of 

paper donkey-tail and a common pin. , or twice an d 

the room and is blindfolded. He is me (ad jn its p r0 per 

then attempts to walk to the donkey an P , ^ winner, 

place. The player who places die tad mos accurate^ * ^ a 
This game is a very old favorite and is played ma £ 

forms. Among the combinations tha can d s hip, 

a cat, horns on a cow, Cupid’s arrow on a heart, sad I 

cigar in a man’s mouth, and beard on an a 

Section 11: Games of alertness or chance 

5. THIS IS MT NOSE 

All players hut one sit in a circle, the odd one oj^otpartof his 
odd man goes up to one player after ano er ’ P -ions another. For 
own body or clothing and at the same unc •• but 

example, he steps up to a player and says, ? ’"f / t hus 

points to his own foot as he does so. en ^ tQ w hj c h 

addressed, he must reverse the process >y " 8 named, 

the odd man has pointed -nd Poi^^f^f^f^st be, “This 
In the example given, the reply of I quite con . 

is my foot,” and he must point to his nose. This .s real yq^ ^ 

fusing and someone is bound to give e n dinc trades places 
One who does so or one who is too slow in responding trad P 

with the leader. 

6. POUND OR WAVE 

This is a simple game based onthe same- principle as This ^ X 
Nose. A leader approaches those in the cir • his thumbs 

each case he either pounds his fists toge from one c j r cle 

into his ears and waves his open nan • . the two motions 

player to another quite rapidly, m g nd immediately with 
each time. The circle playei : must . y P n(Js his fists die circle 
the o tiler motion; that is, when the P d(jr waves his hands 

player waves his open hands, and w , a mistake or hesitate 

the other pounds Ids fists. Tire first one to make a mistake 

too long trades places with the leader. 
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of the I'inrl A 1N , THIS CHAPTER ABE BASED ON ACTIVE STUNTS 

active ° ^ ^ a P ter O lbers are based on the players’ 

respects ta°<;n ** ° f si | na s or situa tions. The latter are similar in some 
respects to some of the games in Chapter 6. 

Section I: Stunt games 

*• APPLE-PARING contest 

Each Potato Peeling 

the knives shouldV^^ a ? P * e anc * a P arin g knife. The apples and 
dull, so much the^ s uniform as possible, and if the knives are all 
possible unbroken *. ° ^ contestant produces the longest 


A small Un * sto ^-stand contest 

stands on it with oneT* 0 ^ on the floor, and the contestant 

as possible; other nl °° ” G remains standing on the can as long 
phycr takes his turn o^ may p6Ster ’ but not touch, him. Each 
who remains on « 0r several can compete at once, and the one 
the can for the longest time wins. 


Each contestant hi !* * tOVV * OOT co "™ST 

as many as possible ° ^ r , OU P lighted candles, extinguishing 
he used in this contest- th ° n P brCatb * ^hc elimination method can 
of candles, and those \ b a V?i eacb * n 11,171 b l° ws at a small group 
candles is increased nnd°tVi are . cbm * nate d; then the number of 
only one contestant remains 6 SUrv * vors **7 again, and again, until 
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by rolling a seven, he also loses his tum and the dice go to the next 
man. Other systems could be improvised eas y. 


8. FIND VOUR PARTNER 

To start the game, players are in thTn'tbe Uvo 

facing counterclockwise. One -circle a - c„ddenlv a signal is 
circles march forward in opposite irec 10 " • marching, 

given, such as by stopping the musm to^wh^h ftey ^ £ ^ 
and then each player must join his g P tries to get one, 
time, the leader, who started wi iou P ’ l er xhe one 
with the result that one player is left without a partner. 

left out is leader next time. 

». HOW DO you LIKE YOUR NEIGHBORS? 

All players but one sit in a circle, wth * e ™ j“^ do you like 
The odd man goes to any circle player and asH ^ sorn J} ling of 
your neighbors?- The reply is, wou]d ou like better?" 

the sort. Then the odd man asks, \ nlavers in the circle, 

and in reply the one addressed P idl the undesirable 

These two must immediately try to trad , , one to whom 

neighbors, that is, the ones at the right and }*<*&* 
the questions were directed. The odd man odd 

seats! SO that somebody is left out a md th« o, ne he ^ 
man. The reply should usually be and jn this case all 

occasionally it should be a comphmen ry » 
players must get new seats. 

10. VOCAL BLINDMAN'S BUFF 

One player is blindfolded and stan a] S e 1 ” 1 *g rs C 'imld hands and 
formed by the other players. “ . P a signal, and then they 
dance around the Hindman, until h g> ^ & wand or cane , 

all stop in place. To signal he may tap „ when the circ ] e has 

clap his hands together, or simply ca . and the one 

halted, the blindman points to one P > spec ified in 

pointed to must make a vocal fte^ound of an animal 

advance. He may be required to ^ Wind man has one 

named by the blindman, or to sing g , £ hj s vo i C e. If 

chance to identify the circle player from the sound 
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7. CORK DICE 

ar ° Un f * tab ' e - AH but «■» have corks 

“e ' S Ued *° the ends of three-foot strings. The 
the loose ends of!h C °“ pact S rou P “ ‘he center of the table, and 
The Sf mf n w a ' IT T “ “ the hands of the players, 

board box ton nr «• \ °n S;i " dard dice in one hand and a card- 
object is not hnnortanf ^ ® a f , ob i'ect in ‘he other. The size of this 
be well if it had P some n r P i° V r ded * Can be bandied easily; it would 
on ^^Z^t :7 mViSed bandIe ' The odd man will,* 
cover the corks before it P < V >Wn on the table in an attempt to 
The e the T can be withdrawn. 

table. According to' V the hal< “ ^ hv °. dice and rolls them on the 
some combinations of the^divT eXplahled in the next paragraph, 
some are neither wine... are WI "ners, some are losers, and 

"or a loser, he simply ® tbe r0 " 15 "either a winner 

he slams th7bt ' ! T * bu ‘ * * * ei ‘ h « a winner or a 

them before they can be iJtiKa"™ °” tbe cor,cs - trying to capture 
”f a captured corkTo « ' h<W °° » inning roll, each oTner 

roller iLs a ‘ P °‘ nt «» roller; on a losing roll, the 

ber' way to keep score is b'TT °/ each ""captured cork. The 
11 "an be done satisfactory ^ ■ ansferri "g "hips or counters, but 
"big roll the same man mil! WUh Pap<Sr and pencU - After a win- 
bb turn and the dice mt.* a S ai "’ but after a losing roll he loses 
r top downward at anv c ° Pl a y er - The roller may start the 
"t if he brings it clear dmv! 6 ? itber b y accident or by intention, 
a . "P f°r each cork that be° "table at the wrong time, he pays 
"tber players jerks his« r , ( Lite '™e, when one of tile 

11 as much as two inches 1 ,„ "* wro "g time > provided he moves 

In determining T* pa T a chip to fhe roller. 

!tri< % 'bo game of Cmm“r ‘'" S r °" S ' *b e best plan is to follow 
rom of the points on „ P (see P a gc 155). If, on the first roll, the 
,f U 'c mm is tw 0 bvo dlce “ «ven or eleven, the roller wins; 
"Tbcr (four, fiv’c ;“ r 2'l,| r tWClw be loses - If it is any other 
“lied his point, and he com'’ mne ’ ° r tcn )- tben tbi 5 ""mber is 
dice as many times n, n ° c ~“ <o roll. In this case he rolls the 
be rolls the poi Bt he K et either his point or seven. If 

■ be rolls seven he loses. When he loses 



Part Three 

PUZZLES AND PROBLEMS 



Sfunf, 4/erfness, and Chance Games 

he succeeds, the two trade places; if not, the same one is blindman 
again. 

This game is not the original Blindman’s Buff, in which the blind- 
man must capture the circle player and then identify him. 

11 . PASS IT ON 

^ player ? s '* or s * an ^ in a circle. While music is played, they 
pass some object around the circle, each player being required 
- clear possession nf if *_ • . h 


* n Vo c circle, eacn player being require 

Sl^ P °£“T 0t "■ Suddenl y the music stops, and the 
holding the object has a point scored against him. 


to 

one 



Chapter 15 

MATHEMATICAL PUZZLES 


M-v OK zm rrBMs » 

them, however, will puzzle even the expert, and 
puzzle most people. 

Section I: Abstract-number puzzles 
Group A: Remainder Puzzles 

A certain number leaves a remainder of °”® divided by 7. 

2, 3, 4, 5, or 6, but leaves no remamder wher^i^ 

What is the smallest possible value of 

2 u o q 4 5 6 7, 8, 9, and 10, 
A certain number, when divided y ’ ’ reS pectively. What 
leaves remainders of 1, 2, 3, 4, 5, 6, 7, #, ™ 
is the smallest possible value of the num 

A man had a basket of apples. He gave half of his 

the apples plus half an apple. He gave a ^ jjjrf frjcnd halt 

remaining apples plus half an app e. ji 0 wa s left with just 

the apples then remaining plus a PP d;vjdc any apples. How 

one apple, which he ate himself. He did no 
many apples did he have origina y 


231 
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leaves a remainder of one coin; there given, 

problem in this form, but it must not be confused wrtn 


Group B: Digit Puzzles 

di S n i g ^.rieT^cct urge 

as the other. 

Take the numbers 1 lo 10 urd.L -* «* ^ f 1 

so that the sums of the respective pairs are 1 , , . 

A number is composed of four the ram of the first 

tsst t— 

From the digits 1 to 9 inclusive, form he 

digits each, so that the thud num er is ^ (hjrd minus the first, 
first, and the second number is equ 


Using any desired mathematical symbols, combine s« Is to make 
them equal 12. 

Using any desired mathematical symbols, make five 3 s equal 31. 

II 

With simple addition only, make eight 8 s equa 

Using any desired mathematical symbols, make fou cq 
100. Make six 9’s equal 100. 

13 

Arrange the digits 1 to 7 inclusive to equal 
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4 

Five robbers stole a number of coins, all of the same denomina- 
tion. Since the job of acquiring the coins was completed late at 
“8 an d was a rather strenuous one, they deferred the division 
of the money until morning. Accordingly, they left the coins in some 
suitable place and all went to bed in different rooms. During the 
rug t one of the men became suspicious that the others might try 
to doublecross him and decided that he would not wait until mom- 
mg for bs share. He tiptoed to the place where the coins had been 
eft and divided them into five equal parts; in order to do so he had 
row one coin away. He took one of the five piles and restored 
e remainc er as nearly as possible to the condition in which he 
nad found them. 


-mH Si. 131 " 3 Se , C ° nd member of 11,6 ba ” d g°t *o same idea, 
man be f ° W Wk°°i. considered his share. Like the first 

into Eve ° lm 1 it** i had l ° tbrow one coin away to divide them 

X s S Z a '? : l oaV : one of ,he five ***«* 

man later tali! f n0U ? b ’ * be same thought occurred to the third 
turn' went to ft* ^ “ d "> ,he aaab of these in 

‘ lhe dMdad them into five equal piles after 

reminder C °‘ n '°° k 0ne of «» P«cs, and restored the 


almadytd'hfsh! \ &ve “<™ded to tell the others that he 
difficulties, none of ft ^ Tf® d n“ S S ° seemed *° inv olve certain 

d Mdeftem„ne;aceo*dLt ft They . gathered * 

unduly smaU to any of ft.® their on 6 ulal P Ia "- » the pile seemed 
money properly and it nil n0!hln g was said. They divided the 
left over. The question ■ ® ° Ut ™ five equaI P iles with nothin S 

pile? Or rather, whn. In How man y coins were in the original 
in the pile? e Sma ^ est number that could have been 

beside the one told ^ r °^? n ^ been worked into various stories 
coconuts and throw th ^ i ? f exam P* e » °ne in which men divide 
of men can be chamr °i u °. ne . t0 a mon ^ ce y* Of course, the number 
solve the problem for »» r* * ^Sgested that one who wishes to 

the problem is som^r ° fSt time ^ Je 8 in "^h five men or less. As 
P cm is sometimes stated, the final division, like the others. 
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A father is four times as old as Ms son. Twenty y ^ and 

the father will be twice as old as the son 
son today? 


The ages of a father and has son ar^ SO n. How 

reversed A year ago the father was twice 
old are the father and son now? 


•f * Qi years, 'its man is 
The age of a man plus that of Us e^s y ^ ^ b now. 
now twice as old as his wife was when he was 


now iwioe uiu 
What are their ages now? 


The sum of the ages of a father and te^son isj ^ ^ of 4e 

certain number of years the a g that of the son 

son, and the fathers age then will be eight 
now. How old are father and son now? 


« MOW OLD IS MN1 . 

a Ann is 44 years. Maty is twi 

The sum of the ages of Mary and .Aw > » > Ann wiU be when 

as old as Ann was when Mary was , j,jary was three times 

Ann is three times as old as Mary was when Mary 

as old as Ann. How old is Ann famous one in America, t 

This puzzle is vvithout douU tfiementLled thought should lead 
may seem confusing, but a n 
to its solution. 


The square root of the year iu ^ -hen ‘he 

square root of the year in whi In what year was 

died. The square roots are whole numbers 

bom and in what year did he ic. 
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14 

Arrange the ten digits 0 to 9 inclusive to equal 100. 


15 

Using appropriate symbols, write the digits 9, 8, 7, 6, 5 4, 
so at they equal 100, writing them in the order given. 

Group C: Oixier Abstract-Number Puzzi.f.s 


3, 2, 


76 

T ber f int0 f0Ur parts so add “g 2 10 the tet - 


17 

by 7, the resulT^^ir' 111 '* ** 1 by 7 and ,he remainder multiplied 

divisible by eachOT^ofamfl 1 sma!ler numb ®rs and is evenly 
for die large nZhlr and S? VVhat b tbc P°»Me value 

to HP B b jr “ d wh « ore the five small oneTthat add up 


A • 19 

a certain number mn j> .j , . 

is twice as large as the nth lnto two numbers, one of which 

that the difference betwp ^ ese . two sm aller numbers are such 
between their squares WW ^ ^ l ^ e sarae ns the difference 
H es- What are the numbers? 


SCCH ° n puales on 
Group A: Puzzles About Ages 


certain subjects 


* 20 

An automobile is nnu, l^ie 
"=w.,ohn is now fifteen 


was when the car was 
is the automobile? 
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the time, and this left Jaclc with sixteen dollars and Jill fiat broke. 
How many dollars did each have at the starts 


Section Ills Mathematical puzzles of certain types 

Group A: Crypt Puzzles 

33 

x • and onlv one combination 

Each letter represents a certain digit, y 

will work. What is the code? 

SEND 
MORE 
M o nTTY 


34 

Replace the xs with the correct numbers to 
come out even: 


make the division 


xxx ) xxxxxxxx ( x7xxx 
x x x x 
X XX 
xxx 


X x x X 
xxx 
X X X X 
x x x x 


Group B: Geometry Puzzles 

, . inhere, 25,000 mfies in cir- 

Assume that the earth is a pe ct ] y a t the equator, 

cumference, and that a metal an inches long is inserted. 

The band is cut and an extra piece tniriy ^ band is adjusted 
so that the band is now slightly too g same distance from the 
so that it forms a perfect circle an » distan ce be? No allowance 
earth all the way around, what w a result of change m 

is to be made for expansion or contraction as 

temperature. 
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Cnoup B: Puzzles on Miscellaneous Subjects 

27 

Wei§hs three - fourths of a brick and three-fourths of a 
pound. How many pounds does it weigh? 

28 

A min T ntai ? une< l uaI quantities of water, A more than B. 

Secondin' d fr °n ^ mto B 25 m uch water as B already contained. 
taTned h T ^ / “ t0 A as mu ch water as A then con- 
»ntatid m S° l fr0m A int0 B as mu oh water as B then 
held 48 aumt™ f 46 P ° Uring had been ““P'eted, each vessel 
beginning? H ° W mUch did «5« “ the 


P^gta doW “ 3 banl - but *e teller made a mistake, 

cents ^he amount Sb ° u!d bave baen in cm* and in 

took the money spent $44^ ba J e he™ ln dollars. The customer 
am0unt “f *0 cieck. Whai was^tltmount? “ ***“ **" “ n * 0t 

A 30 

He changed Ihfiw! | ncludin S d ™es, quarters, and half-dollars, 
halves to quarters nvl °n, PeDn i! e !,’ 1,16 9 uar,ers <o nickels, and the 

denomination did h e start with? ad 110 C °“ 5 ' H ° W raany of eacb 


each, and rabbits for fi dVG dodars each, sheep for three dollars 
How many of each land didhe get? h ' H ° g ° f 10 ° animals for $100 ’ 

Jack had a certain m 

Jill gave Jack as many d'olW° d . oiIara and J ai had a larger number. 
a Iif tle uneven, so Tack pt 05 J ac k had to start with. This seemed 

had, but Jill insisted on^i J . J U1 as man y dollars as Jill then 
on giving t0 Jack „ many dQUars ^ h J had ftt 
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42 


Five Arabs had a total of £jg *J£S££J2*** 
twelve times as many rugs as he a y , an d th e fourth 

three times as many, and the third Ae s " m ^l would still 
half as many, and the fifth one-thud as many, the tota 

have been 200. How many rugs did each hav . 


In a session of a certain deliberative bo y,^ ^ ^ total vole . If 

the “ayes” exceeding the noes y P motion would have 

four of the “ayes” had been “noes instead, the m 
lost by two votes. What was the actual voter 


Group D: Bate Puzzles 

A man plans to drive three miles at ™]“ la " a n7our. If he 
the first mile he is able to travel at on y ^ thirty miles an hour, 

travels the second mile at the plann sp order to arrive at his 

how fast must he drive the third mile m order 

destination on time? 


How many minutes per mile do y°“ Fr0 m 2 0 to 30? If y ou 

from 12 to 15 miles an hour? From must you increase your 

are traveling 30 miles an hour, haw f mu ^ 60 miles an 

speed to save one minute per mile y 
hour? 


A man drives a certain distance at ^60 nules an hour. What 

one hour earlier than if he had traveled at 50 mn 
is the distance? 

, , n miles an hour and back at 
If you drive a certain distance a , f die round trip? 

20 miles an hour, what is your average speed 
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36 

A squjirc 200 feet on a side has two circles, each with a diameter 
of 100 feet, drawn within it. The circles are tangent to each other 
and to the top side of the square, so that they are both within the 
upper half of the square. Find the radius of the largest third circle 
that can be drawn within the square without overlapping either of 

Uie tWO PlVPn pirnlhc r r ° 


WWW J 1 waU ' its t0 P P ro i“ting above the wall. 

TO, en 4e foot of the ladder is nine feet from the wall, eight feet of 

to fromT° ,eC n T ^ t0p ° f 46 waU ’ when ^ five 

to from the waU. ten feet of the ladder projects. How high is the 


JO 

midway behrcraA^nTrTr' "“i" Straight Iine and B is exactly 

as it is from B and B is . t “T? p0, ' nt - D ’ is J ust as far A 
inches from Ato D, her! tlV^DtoC?^ *“ ^ ^ 

Gnoun C: Disranmnorr Puzzles 

heads and 120 to^How’ mcIu< 5“ g bo* beasts and birds, has 43 
the lot? niany beasts and how many birds are in 

fust as nm^ 1 brother^ « “^ udes both boys and girls, each boy has 
brothers as sisters. How inn ^ eac ^ 8“* bas twice as many 
family? ^ ^oys an d how many girls are in the 

Jones d S • 41 

twice as many ducks as and ra bbits. Jones shot 

as Jones did. All the camp ^ “V *** shot Just “ man y ra bbits 

many ducks and rabbets did gC ?? had 21 heads and 54 feet How 
raomts did each hunter shoot? 
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Section IV: Mathematical curiosities and stunts 

The items in this section are not J^However! each of them 
logically may not belong m tins be have as they do. 

includes an implied puzzle w y similar to puzzles in 

For this reason, and because the items are sunn 

other respects, they are included here. 


Group A: Mathematical CumosrnES 


Write down any two numbers. D™teoneof U7j£he 

but omit any remainder (for example, always omitting 

division gives 58). Repeat the 1V1S ‘ ber x and can divide no 
remainders, until you come to e . j j n what might be 

further. These numbers should all oE the two 

called the “division column. Now tax . tbe resulting 

original numbers and multiply it y ^ man y numbers in the 
product by two and soon, until you cbecb t he numbers m 

“multiplication column as in the ■ mjmbers js a n even one 
the division column; whenever any others), cross out 

(this applies to the first number as w ' n co j umn . If you add 

the corresponding number in t ic m ^ column, you will 

up the remaining numbers in ‘ or ;ginal numbers, 

get a number that is the product 

Example : 

Division Multiplication 

Column Column 
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48 

A commuter, going home from work, normally reaches his home 
station at a certain time and is driven to his house by a chauffeur. 
On a certain occasion, he arrived at the station an hour earlier than 
usual, and started to walk home. The chauffeur, leaving the house 
at t e usual time, picked up the man and drove him home, arriving 
en minutes earlier than usual. For how many minutes did die man 

wnllri* J 


To fill a tank with water from a two-inch pipe requires thirty 
minutes. How many minutes will be required to fill it with a two- 
mch pipe and a one-inch one at the same time? 


^ a tank in ^ minutes, a second pipe in 20 
IS "t P P« 30 minutes. How many minuFefwill be 
required to fill the tank if all three pipes are used at onee? 

57 

catch onemon!!^ ^ VG *? 1Ce in ^ ve minutes, how many cats will 
cn one mou5 e in one minute? 


A 

products 30 ^ ast f r ^ an the others, turning out finished 

to h u *1 quaiit ^ ° f hk w ° rk - ^ - 

Should the boss ralsp V 6 *° d at f 5 P er 0601 less than the others. 
D0SS raise ms salary or fire him? 

Two 53 

opposite skk* O^river^F^K ^ 0ther simultaneously from 
throughout and n n »• * a , ^oat at a constant speed 

700 yards floe, one sCe^Thena," 110 '™'’ ^ ^ ^ ^ 

turn back, and 1 . ey P xss ' continue across the river. 

How wide is the river? ^ tUn ° y 21 ’^ 5 from the other shore. 
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written twice (for S ^ original number has really 

S45) . The obvious explanation 10 OI. 

been multiplied by 1001, once ^ X 91 nu mber; in to * case 

Write down any number of several dig- Under ^ 

number that consists of the «« JS^tSer than the first. If the 

except that the second number must && remainder vnll 

second number is subtracted from tne 

always be evenly divisible by a. 


Example: 


89(345 

56984 9 , ves 3629 

82681 which, divided by > g 1 


lX9. + 2= V. 

12X9. + 3== 

123X9, + 4- 
1234 X 9, + 5 = 11111 

12345678 X 9, + 9 = 111 111 111 

60 

Show that 7 goes into 28 thirteen times: 

7) 28 (13 
7 
21 
9.1 


13 

7 

21 

7 

28 


Prove by multiplication: 
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The number 142857 has some interesting properties. When this 
number is multiplied by 2, 3, 4. 5, and 6, the products all consist of 
the same digits as the original number, and in the same order, but 
starting with a different one in each case. Thus: 

142857 X 1 = 142857 
142857 X 2 = 285714 
142857 X 3 = 428571 
142857 X 4 = 571428 
142857 X 5 = 714285 
142857 X 6 = 857142 

0,6 ^ 7 - - 
Derived from these is another set of combinations: 

285714 XU1MM ““ giv “ 111 U1 ' 

428,771 v 7 • i 99S; dxvided by nine gives 222 222. 

^“^^^ 333 333. 
714285 X 7 is 4 not) qq=’ a!"! 61 ? by nule g ives 444 444 - 
857142 X 7 is 5 990 om’ by nine E ives 555 555. 

J9 994: divided by nine gives 666 666. 

it by any multta^ofg^Th 79 t6 tlla .! 8 omi tted) and multiply 
bon of the same dicit in 1 a ' wa y s consist of a repeti- 

°f nines in the multiplier thus-'*'*’ 1 * Wi " ^ 41,6 521116 25 4416 I ’ umber 

J?? 45679 X 9 = 111 in in 

12345™ X 18 = 222 222 222 
12345679 X 27 = 333 333 333 


X 72 - 
!2345679 X 81 = 


= 888 888 888 
: 999 999 999 


Take any three-dipit n > u ** 

the product by 91. The rLu multiply it by 11; then multiply 
result will always be the original number 
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Ask a person to write any toee ' d * gi \ n ^ 
same number reversed, and to su ac difference, 

the larger. Then ask him to tell you the final digit 
and you tell him the complete number. ^ ^ 

explanation: The middle digit of w^the^ etbyou3, you know that 

®f the first and last digits always equals 9. Thu 
the number is 693; it he tells you 7 you know .t is 

ExampU: Selected number 734 

Same reversed 
The difference 297 

He tells you 7, and you announce the complete number as 

63 

Ask a player to tell which of the 8 is omitted) 

Then ask him to write the number 123 } lirn . The result 

and to multiply it by a certain num er > y h hardest for 

will be made up entirely of the d.g.t that he has 

him to write. 12345679. The 

explanation: The original number is alw; ays digit; if h e 

multiplier that you give the player is run number 12345679 mu ip 

4 the' multiplier' is 36, if he selects 7 it ! s 63 ” 777 777 777. 

by 36 gives 444 444 444, and multiplied by 63 g « ^ ^ mathematical 

This stunt is an application of the p P 
curiosities described above (Number 5 I- 

64 

Tell a player to proceed as in the example 

Write down your age ^ 

Double it gg 

Addl 325 

Multiply by 5 r^Q 

Add 5 3300 

Multiply by 10 3200 

Subtract 100 no 

Strike off last 2 digits 

He tells you the final number and you know his ag 
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Check by addition: 

13 

13 

IS 

13 

IS 

13 

13 

21 

7 

28 


Ctioop B: Mathematical MomnEAnmc 

that docs notTnd^nO or^the ' 0 "’if® ?°™ any five ' di g it number 
announces a number that k t„ ," U ® ber be, "g visibI e to all. He then 
four others, of which he will SUm ° f ,he givcn number an<J 

digit ones. The ulaver "PP y tw0 ' a " tbe numbers to be five- 
performer writes one nn i ' 3 secontI "umber under the first, the 

“1 'he perCe^e filth ““ F** ^ the ^ 

dieted. C VVhen all are added, the sum is as pre- 

number written by the 

the correspond^ dll £5 T f Which is obtai " a d b y subtracting 

Ph>ycr writes 58276 8 t he ' h “ P Iayers "umber from 9 ; thus if the 
“h'-ay* be the original wi tcs 41723 - The total will 

reduced by 2 ; ff™?""* a 2 P*efixed and the final digit 
total will be 287963 . P • d tho original number is 87965 the 

Example; 


Original number 
flayer writes 
Performer writes 
PJ ayer writes 
Performer writes 
Tota, » as predicted 


67895 

76543 

23450 

98899 

01100 

267893 
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,W « Uk T- *>« “ “f "■ %« 

is 27 years old and has 53 cents m his pocket, the nr 

always show the age and the last two e c . the performer. 

The last step can he omitted and on 365 an d sub- 

Sometimes the formula is varied g ' a a d din E 1 15 . Of course, 
tracting 615, instead of subtracting ,365 1 and, adding ^ 

it is not necessary to start with P J example, you might 
number, large or small, can be use > ns month an d have him add 
start with the number of the player e an( j the 

his age instead of his change; then you can tell him 

month of his birth. 

67 

Aslc a player to proceed as in this example. ^ 

Write the number of your brothers 4 

Multiply by 2 * 

Add 3 

Multiply by 5 

Add the number of your sisters (. I 

Subtract 150 j t u e 

r tethers the second tne 

The first digit shows the nuin er o m-andparents. 

number of sisters, and the third the number of gran P 

Section V: Solutions to mathematical puzzles 

1. 301 

2. 2519 

3. 15 

4. 3121 

5. 13,458 is twice 6,729 j q o and 7 

6. 6 and 10, 4 and 3, 1 and 5, 8 and 9, 2 ana 

7. 4368 

8. 219; 438; and 657 

9. 11 + 11. =12 


35 

39 

390 

393 

243 
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J he ^ 0rmu ^ a ^ always the same, and the final number is always 
e same as the first. The explanation is obvious: the result of the 
vanous operations is simply to multiply the original number by 100 
and ften shake off the last two digits, which are always zeros, to 

get the original number again Th?c 1 \ _._j •_ 

innumerable ways. For exam 
number by 10 instead of 100: 


this one 

multiplies 

number 

SI 


171 


172 


516 

number 

573 


570 


Multiply by 3 
Add 1 

Multiply by 3 
Add the origin 
Subtract 3 


original one o/vou ^° Win ^ tbe ^ ast number is ten times the 

divide by 10) to get the”acti [ he . p ! ayer to *°P *l> e l“t digit (° r 
y I to get the actual original number. 

Ask a player to proceed as follows: 

Write any number 
Double it 

DMd a e n b ;i gnedeven ™-" b - (sayi4 > 

After he 5 ^ 301 ^ number 7 

number he started^ tbe s obtraction you, without knowing the 
binder is al^ys " ** ~ d * T is 7 

y ] half the number that you told him to add. 

P'ayer to proceed as mill example: 

M^r ageinye - 

Add 5 

Multiply ^ gQ 

Add^vT l f e DUmber 0f da y s “ a year 
Add UJ 5 °° Se cban S e (under $ 1 ) 


27 

54 

68 

34 

7 


27 

54 

59 

2950 

2585 

2638 

2753 
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40. 4 boys and 3 girls. , 3 rabbits and 9 ducks. 

41. Jones shot 3 rabbits and 6 ducw, 120, and 45 rugs. After the 

'» Originally the respective Arabs had 6, 1-, 

transfcref they Jtad 72, 38, 17. 60 mid 15. & rf 4 ^ wouId have made 


43. Tlic vote was 78 for and 72 against; a s 
it 74 for and 70 against. 

44. 60 miles an hour. . ,, From 30 miles an hour you 

45. Each increase saves one minute pc • t0 save a mmute per 

would have to increase your sH'"” 1 " 

mile. At 60 miles an hour, it is impossible. 

46. 300 miles. 

47. 268 miles an hour. 

48. 55 minutes. 

49. 24 minutes. 

50. 5%i minutes. 

51. Five cats. . !c 07 5 oer cent. 

ko 7S nor rent of 130 per cent 15 9 * 
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U. 888 
88 
8 
8 

8 

1000 

12. 9gf ; 99|f 

13. 15 
38 

47 

2 

100 


14. 50-|+49^-=sl°0 

15 . 98 - 78 + 544-3 + 21 = 100 20 

IQ. 8, 12, 5, and 20. 8 + 2= 10; 12- 2 = 10; 5 X 2 = 10; — = 


17. 12. (12 -7)7 = (12-5)5 = 35. 

18. 1, 2, 4, 7, and 14 make a total of 28. 

19. Sand 8 

20. 5yeais. 

21. The father is 40, the son 10. 

22. The father is 73, the son 37. 

23. The man is 52, his wife 39. 

24. The father is 40, the son 8. 

25. Ann is 16S years old. 

26. He was bom in 1849 and died in 1936 at the age of 87. 

27. Three pounds. 

28. A contained 66 quarts and B contained 30 quarts. 

29. $15.35. 

30. 5 dimes, 8 quarters, and 10 halves. 

31. 10 cows, 2 sheep, 88 rabbits. 

32. Jack had 6 dollars and Jill had 10. 

33. 9567 
1085 
10652 

34. 124) 12128316 (9 7809 

1110 

9 6 8 
8 6 8 

10 0 3 
9 9 2 

1116 

1116 

35. S8 inches divided by 2 ir, or slightly less than six inches. 

36. 56.25 feet. 

37. The wall is 12 feet high. 

38. 17.3 inches. 

39. 17 beasts and 26 birds. 


: 10 . 
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3. tossing three coins 

Is this reasoning sound? When three < coins 1 "^‘tJooTthe 
time, the chances are even that all wi e “ heads or bo fo tails; and 
three will always be the same, either u an d ben ce just 

the third coin is just as likely to be heads as tails, ana 

as likely to match the other two as not. 

4. THE BEAR HUNTER 

A hunter sat down to rest and was startled at for a 
bear. The hunter took to his heels and ran 8 L^tened as the 

distance of 200 yards. The bear, being J us 0 f 200 yards, 

hunter, also ran, going straight east for a 1 straight 

After his run the hunter regained his nerve, aimed his gu 

south, and killed the bear. What color was the bearr 
5. THE RAISE 

A man who had asked his employer for a mse ; “ * a S one .third 
"Why, you work only eight hours ea f? , If ou deduct 104 days 
of the day, or 122 days in a year of 366 d y • 1 wor j. tba t leaves 

for the Saturdays and Sundays on which you f our holidays 

only 18 days, and these 18 days are just °T'“ . dowJJ t0 zero> so 

and your two-weeks vacation. This brings shQU , d j gi ve you a 

that in fact you do not work for me at • y « 
raise?” What is wrong with the employer s s a 

6. THE MARKSMEN ^ ^ £ heir 

Jim and Bill engaged in a rifle-shooting contest,^ They 

success in hitting a small target from a hits twenty-five, 

took fifty shots each and made the same num shooting. They 

After taking time out for a drink, they resumed^ ^ ^ thirty-four 
were not as good this time, for Jim got o y hots. Since Jim s 

shots, while Bill got no hits at all in twenty- since his record 

record after the drink was better than ^ s > ’ - the day was 

before the drink was just as good, Jims re 
clearly better than Bill’s. Or was it? 
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insight” TO A special decbee the “flash of 

solution is easy ,1 j ? ' ° f aU intelle ctua] problem-solving. The 
be elusive and b nf^ °" e getS * he P oint > but 416 P oint * ^ely to 
puzzle il stated mtentionally made more so by the way the 

Section I: Paradoxes and dilemmas 

Three m ' TH£ HOm uu 

cashier in advan^LateTthe a ”? cadl P aid ten dollars to the 
should have been twentv.fi discovered that the total charge 

five dollars to the bellboy u , odars instead of thirty, and he gave 
The bellboy in f ac t n-/ T? ‘of™ 0140 " 5 to refund it to the guests, 
and kept two dollars forV° °ic dohar to each of the three 
d ?! a ? for the room L ead > ° f men paid nine 

added to the two dollars' 'Vb\°fc h ? nty ' Seven doll ars. This amount 
dollars. What happened to the & ^ tWeDt >” nine 

I make a . 2 - r0UR MON " and mine 

have On your person andtvn T° U taJce money that you 

Then whichever of us "howsVh " *,1 **“* and I w* d ° ^ ^ 

odds are in y OU r favor bee * SmaUeT amount will take it all. The 
winning, and the amountTh 6 /™ h ? V6 ™ raactI T even cha nce of 
greater than the one thl l°“ W a ch ™ce of winning is 
correct? ° ne *>““ Ton have a chance of losing.” Is this 


25a 



253 


Logical Puzzles 

shuttle from one to the other until the cars meet, always fiymg at 
the same speed. How far does the bee y 

11, THE BOOKWORM 

On a library shelf is a three-volume se * “^^^acl^of the last 
inches thick from the front of the firs p g worm eats 

page and has covers one-eighth of an ****** Jast 

through the paper and covers from the first page throug 
page of the set. How far does the worm trave 

,2. THE SAILOR AND THU DOUGHNUTS 

A customer in a restaurant ordered * w0 CU ^L of co ff e e and two 
doughnuts. He dunked one doughnut in o j is ac tions, said, 

doughnuts in the other. The ^ he w as 

“What are you doing there, sailor?^ 
a sailor? 

13. THE CIGARETTE BUTTS , are tte 

A man buys five cigarettes each day. When he ,f not her 

he saves the butt, and when he has ve , days, how 

cigarette from them. If he buys cigarettes for twenty 
many will he be able to smoke? 

14. THE WELDED CHAIN 

v , . ccfy c ents and for welding a 
If the charge for cutting a hnk is v r making one long 

fifty cents, how much should a man charge for maKi g 
chain from five short chains of three n 'S 

,5. THE TRAPPER'S SHACK ^ ^ ^ ; n 

Hank Bent, the old trapper, has been o ^elow zero. He is 
northern Minnesota with the tempera ure are ly able to stumble 
delayed by a blizzard and, almost frozen, a £re is laid in the 

into his shack. The shack is extremely com, at thc oil lamp 

stove, all ready to be lit. Hank looks at tn at the single 

filled with oil, at a candle in its holder, an ^ ^ freezing. Which 

match that stands between him and ea 
shall he light first? 
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7. THE FIRST CASE 

(Jb hn L . awyer borrowed five hundred dollars from Mr. Jones, his 
fadrer-m-W, to help finance his legal education, agreeing to repay 
d P Jr, a r°° n aS , He had Won his After he secured his 

him fi™ ™ S S ?7 at be g lnnin g practice and Mr. Jones sued 
the rnnne & -TrT^ i. r J ones said, "If I win the suit I will collect 
mu s rnav me % J ° hn ' vUI ba ™ ™ U» first case and 

not lose ” O .1"® *i° terms our a g reement > and so I can- 
not have to ^ r h f d ^ "S«* " If 1 ** *• «* 1 

case and stHl ^ ' 1 | U u ° Se t * le Sml 1 wiI1 not bave won m Y fir st 
How can * ** 

S. WHO SHAVES THE BARBER? 

do not shave n themw™s y That 0 - nly ba ' bEr SbaVeS aU 1,16 men wh ° 
or is shaved by the barher „ man ei,her shaves bimseIf 

who shaves the barber? * ^ D ° man < * oes both. *^ le question is, 

Section II: Misdirection puzrles 

A ship tied ™ E *° n 1J,DDES 

side. Each rune offlie ladd^T- haS a . rope Iad der hanging over its 
are eight inches ana t 6f K one inc h in diameter and the rungs 
into the water the * * , CeU * er *° cen ^ er * The ladder hangs down 
bottom. If the tide risp^ T ^ US * r coverin g the fifth rung from the 
how many runt*; will if & t un “ orrn ra te of twelve inches per hour, 
y rungs will be submerged after two hours? 

Two l0 ‘ ™ B BUSY BEE 

apart and travel ch^wi VG * Slmu ^ tane °usly from points fifty miles 
car travels at a uniform 7 f° War< ? , each other until they meet. One 
uniform rate of twentv 6 ° ^ lrty miles P er hour, the other at a 

the radiator ornameni ** ^ ^ 0Ur ' ^ *h e 0318 star t, a bee leaves 

at a speed of 100 m ii e ° °T C3r and traveIs directly to the other 
car, he turns arounH ~ 0Ur ' ^ soon as he reaches the second 
and flies ba ck to the first, and continues to 
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I will make one mark on the forehead^ ea* rf ^ t “ ^nd- 

white crayon or with a black : on . more black ma rks on 

folds and whoever of you is able to tapping continuously 

the foreheads of the others wdlso indicate byt mark 
on the table. The man who is Erst a j lis explanation 

is on his own forehead will rise an exp > bUndfoUet i the three 
is valid he will be hired. The emp oy ^ tke j r foreheads. In 

men and in fact made a black mar on ‘ soon 0 ne of them 

accordance with instructions, all ega and explained how 

rose, announced that his own mar was 
he deduced this fact. How did he knowt 

21. THE FIVE HUTS 

, . vi. They are shown a box 

Three men face each other around a tab ■ l ^ white 

that all know contains five hats-two , ats ; s placed on the 

ones. They are all blindfolded, one o move d from two of the 

head of each, and then the blrndfo without blindfolds 

men but not from the third. The first of the men ^ ^ s(); ^ 
is asked to tell the color of his hat, u , 0 f bis bat. But the 
second man, likewise is unable to te announce the color 

third man, the one with the blindfold, is able to ann 

of his hat. How does he know? 

22. THE COUNTERFEIT C0,M ^ knQW that a 

You are given twelve apparently identic others, is 

counterfeit one, with a weight different from^ ^ ^ j ighter 0 r 
included. You do not know whether th di 0 e rent. You are 

heavier than the others, only that its w g p av e no weights 

also given an ordinary equipoise balance, ^ ]ocate the bad 


taea. xou ao nut -- is duierem. * — 

ieavier than the others, only that i ' u have no weig 

also given an ordinary equipoise a \ j ance to locate the a 
other than the coins. You are to use ^ u are p en nitte 

coin and tell whether it is heavy or ig 
use the balance only three times. 


23. FOX, GOOSE. UNO CORN, ^ ^ must take 

A man has a fox, a goose, and a sac ' on jy conveyance is 

these from one side of a river to t ® ° one 0 f the three, 

a boat in which he can take himsel a ‘ ^ goose will cat 
t unguarded die fox will eat the goose, or b 
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16. THE CANDIDATE 

The Constitution of the United States specifies four requirements 
for becoming President. The candidate must be at least 35 years of 
age, must have been born in the United States, and must have lived 
in this country for at least fourteen years. What is the fourth require- 
ment? ^ 


17. OUT OF THE WELL 

This is a joke puzzle that must be told with the aid of a pencil 
and paper. The questioner draws a diagram of a well with a man 
s an mg on the bottom and another man outside. He states that the 
man m t e well is six feet tall and can reach one foot above his 
? man a ^ ove ^ as a ro pe that can be made to reach 
fee , t . b f ° 1 W the rim of tlle well. The well is forty feet deep, 
of re-iohi ' m ,i at t 6 T an ™ wcP can come only within one foot 
the man 'ff iTm*' ^ ow > the questioner, “how can we get 

out "erasin ' .. “ U ^ Up ’ he “**■ ^ * will rub him 
out, erasing the p.cture of the man as he does so. 

Section III; Miscellaneous logical puzzles 

>». GASOLINE AND ALCOHOL 

A JX nf ^ ° f S asoline and another is half full of alcohol, 
mixedwith rt, ? * * aken from ** ‘ank and thoroughly 

in the first tank Nm, t, sa c<md tanIc an d mixed with the gasoline 
the first tank cn ' ow ^ oes the amount of gasoline missing from 
second? mpare Wlth the am °™* of alcohol missing from the 


y , . ,nK « CANS 

with capacities of^fiv ® an ° n / an of water and two empty cans, 
get exactly four „ a n 8 30 , gallons, respectively. How can you 

uy tour gaUons of the water into the five-gallon can? 

A it, 2 °’ ™ E BRlLUANT ASSISTANT 

rowed his candfiJate^tolh 0 ^ “ briUiant assistant and had mu- 
table in his office The „ 1 66 meD ’, who were assembled around a 

em P!oyer said, “I will blindfold all of you and 
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and rows downstream. When he reac es jn the river? 

overtakes his hat What is the speed of the 

29 A FOR WHAT? 

Tta, » something tog ■>»« «” “”*« 

“May I talk with Mr. Callahan, p ease. 

“Who is calling, please?” ^ 

“This is George Edwards.” 

“Beg pardon, I didn’t catch the name. diversification, W f° r 

“George Edwards; E for evangelical, D tor 
waterproof, A for antagonistic . . 

“Excuse me, sir, hut A for what. developmental, S for 

“A for antagonistic, R for reprehensible, D 

sacroiliac, Edwards.” , tn iv ” 

“Thank you, sir, Mr. Callahan is ready 

30. BtACKFKT AND dwayi lies. A 

A Whitefoot always tells the trot an eac h ]cnown to belong 
stranger approached a group of ree onc 0 f them, “Are you 

to one or the other of these tribes, a addressed answered t 

a Whitefoot or a Blackfoot?” The ma " \ by the questioner. The 
question, but his answer was not understood y ^ ^ * whit cfoot, 
second of the three said, “His answer ^ group added, Th c 
and he tells the truth.” The thir °° e ” q- 0 which of the tri es 

second man, who just spoke, is a Blackfoot. 
does each of the three belong? 

Section IV: Solutions to logical puzzle ^ and 2i 0 nd 

1. The question is a fraud, for there ^”° qucsUon ^. ^t!vcntr 

hence there is no “other dollar. that thcctah go 

pened to the thirty dollars?" andean™ ^ ^ doto s return 
five, the bellboy got Wo, and tne g wc u , 0 both 

*. The 1 reasoning is obvious, y S3 

men, and both cannot have an f ovc , then the p ro hiblliti«. 

you have and can guess how ”"“5, lem is stated as «■> F r ° ^ dcl cr- 

shrewdness, not of chance- The ’ thc wo blcly to 

and for it to bo such, the amounts ore just ■» 

mined by chance. In this case, it u m 
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com. How does the man get them all across the river without mis- 
hap? 


24. MISSIONARIES AND CANNIBALS 

Three missionaries and three cannibals are traveling together and 
come to a river that they must cross in a boat that will hold only 
two men. The cannibals seem friendly enough but the missionaries 
are cautious. How can they arrange to get all six across the river 
without ever having the missionaries outnumbered by the cannibals 
on either side? 


25. THREE PLATING CARDS 

There are three playing cards in a row. A diamond is on the left 
o a spa e (not necessarily next to it); an eight is on the right of a 
Kmg; a ten is on the left of a heart; a heart is on the left of a spade. 
What are the three cards? 

2 ‘- THE last mission 

last f 0re ? n Conflict an American aviator was flyiDg his 

Wo hZ \ ? u h SCheduled ^arge. He was thinking of his 
/ ** maD >' that he would do when he got 

covered h y J a,1 J enen ’5’ P lane sh °‘ h ™ dosvn and when dis- 
covered he was dead. What is wrong with this story? 

27. COVER THE TABLE 

size Thpv ^1° men ^ as an ^“nited supply of coins, all of the same 
any desirpHZ^f 3 ^ a P le in wb * cb they alternately place one coin at 
who placed rr* 6 t0p ° f a 5111311 *e winner to be the one 
to add one it ^ aviI Jg sufficient room for his opponent 

winning. How canhedo thh? ° ne Wh ° ^ fct *° be ^ ° f 

^ 2 ®* ™E FLOATING HAT 

with a perfectfv^mV 103 * m , a nver tliat flows in a straight line and 
on the bank of th °^ n Velocit y' There is a marker at each mile 

marker and then nastTh* He T"! u P stTeam P ast 1,16 ^ miIe 
marker his hat ff e secon ^- As he is even with the second 

stream^ t t t Z“Zs1r r d I fl ° atS “ ^ "*»■ *e up- 

after losing his hat, and then turns around 
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have no reason for tapping. , Sinc ? ® one ^ which my^mark is white) 
b lack, I infer that this situation (the one in wmcn my 

does not erist. , , _ .. .t,., jf one of the men sees 

21. The key to the solution of tins problem is black ones 

two black hats he knows his own to be s ^a7inThe Brilliant 

are available. The reasoning is essentially the sam^ ^ mim few. 

Assistant, but involves an additional step^ ^ black hats the 

that his hat is white because: (a) if *t we white . (b) if it were 

third man would immediately know th ^ deduce that his hat is 

the only black hat, either of the other t\ diat his hat is white, 

white, because the remaining man did S-8-7-8 on the right pan, 

22. Place coins 1-2-8-4 on the left pan, and corns . ]em ^ relatively 

leaving the other four off. If the pans a j- n , t die pans do not 

simple and will be considered Inter; ^sume^i aow^ ^ ^ coin is 
balance and that the left pan is low- heavy 0 r light, but you do 

one of eight. You do not know whether it is n ^ the & bad ^ is on 
have this important information: You n >ht pan it is light. That 

the left pan it is heavy, and that if it is on Ac nghl t^anh ^ 
is, each of the eight coins can be marked H or L, me B 
the bad one it is heavy or light as the case y j e f t pan an d coins 

For the second weighing, place coins - have been shifted 

3-4-6 on the right, taking 7 and 6 i off No e that o-s ^ shifte(J . Agam 
from one pan to the other, and that 1- , feIljng consideration of the 

assume that the pans do not balance, sti p ] ow you know 

situation in which they do balance. If e j l£W no t been shifted; 

that the bad coin is still on the balance, an , j coin } ias been shifted. 
if the right pan is now low you know tha , . . it must be 3, 4, or 5. 
In the former case it must be 1, 2 or 8; in Ae latter it 
In either case you proceed with the thir | ^ ot h er two on the 

Lay one of the three coins aside „ th e same pan as before 

balance, seeing to it that oneof the v ^ balance, the bad corn 
and that the other is shifted. Then (a) i P before, the bad com 
is the discarded one; (b) if the J®? 1 ® Vthe other pan is low, the ba 
is the one that has not been shifted; ( ) “ idenli fy the bad coin an 
coin is the one that has been shifted. T y 

you already know whether it is heavy or g • , oW ^at the bad coin 

If on the first weighing the pam; mimic, , y ^ 10 m one pan and 
is 9, 10, 11, or 12. You set 12 aside, and ^ze the numbers. 

11 on the other, adding one of the oth® r bad coin is number 12, an 
If the pans now balance you know that the ta ^ ^ w heth« it U 
you have only to compare it with a n ^ three qucstiona 

heavy or light. If the pans do not Z sc ribed above. You proceed 

coins, and you make the third weighing f irs t weighing hu 

in the same way if the pans do not balance on 
balance on the second. b and takes the fox o 

23. He takes the goose across the river, co on the second trip 

but takes the goose back to the on the third W|- 

takes the com; then he returns and on the far ! [ d ' 

2d- Two cannibals cross the river and o and one returns. 

other returns. Again two cannibals and one cannibal 

two missionaries cross the river and one nu»> 
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win as to lose, but it is also true that the amount that you might win 
and the amount that you might lose are identical. 

The reasoning is faulty; there is only one chance in four that all three 
corns wi be alike. The reasoning would be correct only if we could 
toss two coins and be sure that they would be alike. 

. The conditions of the problem are possible at the North Pole. Probably 
a were any they would be Polar Bears and 
IhTL jT 1 ” 1S 1, 0t ; 3 I s is commonly believed, tbe only solution. If 
bear en U°ll’To C o < i Uded 1 Wit, ' in 3 fe ' V y ar * ° f Sottfft •*>« 

eol ^ , Ve ‘ “a 0 7 3rds £3st 3,,d "hrnt to his starting point by 
f mai “rth. If he started even nearer to Ste po£ 
. S. W ? i d . tn ‘r e ! ftp ecrth two, three, or any number of timls. 

point is that the* 110 ^ 25 2 *°t e *l\ 3 ? 3S 3 senous Problem. Of course, the 
Saturdav Sunrla cmplcyershouli! have deducted only one-third of the 
fouTd 7’JZ y ’ and “ day tto,e - 11 h ' h3d t4, he would have 
horn each. aC,Ua “ y ' v ° r, “ d “^valent of 81# days of 24 

‘ n °^ betler Biirs but J»* equal to it. The only 

tempts. Ji^’s rating was b by the ratio of ^ to at * 

with a rating o?.S 33 28/84 and m s was 25/75, so that they tied 

contradictory.^ 6 DUmber bas no solution, because the statement is self- 
self-contradictory. e number 7* bas no solution, because the statement is 

rise with the ti ^* ubmer 8 e ^ ^ngs will not change, because the boat will 

• Since the cars start *?n ~-i 

per hour, thev must rr* P * ^ a ^ art , approach each other at 50 miles 
hour at the rate of inn H-i* 1 6X1 ,y one hom-; since the bee flies for one 

• The worm w,U e« thro^tf h t our ' he wi " % 10( > 

two, and onlv the pnv», ® t °i “ e , cover of volume one, all of volume 
half inches. of Volume *«*. a total distance of two and a 

: te SS"T'TS rins a sanor s "'- 

these he will make 25 bu ^ *^5 cigarettes; from the butts of 

make five, and from th» u CI g a rottes, from the butts of the 25 he will 
have altogether 156 cigarettes ^ be ma ^ e one, so that he will 

join the other pieces^ 6 tbree one °f the piece^ and use them to 

Fill the 5-gaTon cam^rui,° Hl at the two am °unts must be the same. 

2 gallons. Empty the '^ a ^ 01 ? can ^ rom the 5-gallon can, leaving 

die 2 gallons from the 5-oLlt° n ^ an , * nto the 8-gallon can, and transfer 
from the 8-gallon can Filf iV,° q t0 J? 16 3 'S aUon can- Fill the 5-gallon can 
^ gallons in the 5-galion can 6 ® a ^ on can from the 5-gallon can, leaving 
A reasons: "My mark is Mb i_ 

it were white are not in becai ? e *he things that would happen if 

(or C just as well) would U P rf em ? S ' , my mart were white, then B 
* 0Uld know his is black, for otherwise C would 
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The puzzles in this chapter ahe con Include( j here are puz- 
ric figures, and patterns formed by objec . g( j , matches, 

zles based on the manipulation of gar described 

Puzzles involving solid objects are related to tne 
here, but are necessarily excluded. 


Section I: Line puzzles 


Place eight checkers on a ^ the same line. bori- 

'vhite squares, so that no two check , ys 0 f doing this 

zontal, vertical, or diagonal. There are . 1 .. * .1. r. same time 


• board and at the same time 

anu it is possiDie to nave •••• “ " satisfying the require 

as many as four sets of checkers, eac nnr( ] c d* a diagram can 

meets. Of course, a real checkerboard is not needed, 
be marked on paper and any counters use 

Arrange ten checkers or other counters so as to form five lmes of 
four counters each. 


3 

Arrange twelve counters so as to form 
each. 


of four counters 


Wiat Is the smallest number of queens 
chessboard so as to command or occup) 
261 


that can be placed on 
all squares? 


a 
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come back. Then two missionaries cross and one cannibal makes two 
0 _ to bring over the other two cannibals one at a time. 

o« £“ diamonds » king of hearts, eight of spades, 
ov S.° °2 e C °l lId have known what the flyer was thinking. 

* im 1 V e tot P la y er P laces a coin in the exact center of the table. Thereafter, 
wherever the second man places a coin the first man places his dia- 
metrically opposite at the same distance from the center. Thus if the 
second man can play, the first man must be able to do so also. 
mntw, m c- eS b ° ur ‘ T* 1 * 5 P r °bl ei n involves the principle of relative 
i- lif- 0 ■ . 6 ^t ver is lowing at a uniform rate and in a straight 

• J .7 l ect ln water will move in relation to the water in pre- 
mavC rfr 6 Wa) f "° I ? atter , what the s Pced or direction of the water 
he h' lvns n e 3 u ® n %» when the man rows upstream after losing his hat, 
hat Since Tiff-p 310 P oml P n dle water, this point being marked by his 
hack to it >i,. awa y ^ rom fbis point for ten minutes and then rows 
back to the rw re H u,re ten minutes to get back. By the time he gets 
moved S XTi? T T er **}* ma *ed h y his ^t, this point has 
tlie hat and tW f ° 5 ,0rc » a distance of one mile. This means that 

or at the rate of t fc"” 4 “ t " Cnly "’h” 11 '*’ 

to consider the fofiowhur ‘I JJ“F^“°*ng this explanation will do well 
lems A man is standing wh,c h 1S » m principle, exactly the same prob- 
forward. He walks toward** * ? b ° W r °[ 3 large shi P th at is moving 
turns around and walks a" 1 °f ** shi P for ten minutes, then 

he gets back to his l -° the point from which he started. When 

from the place at whirlin’ P oint » this point is one mile down the shore 
ship moving? Answer- W3S W , hen he started to walk. How fast is the 
29. The point is that*? . *? e P er hour. 

the listener already LowTtW * what? ” would not be asked, since 
SO. The first speakermt^W fit letter in 9 uestion is A - 

was one he must have^told the r 1 because if he really 

must have lied The j ^e truth, but if he was not a Whitefoot he 
because he quoted *« _ speaker must actually have been a Whitefoot 

was a Whitefoot this nl/ St ° ne f orr fctly, aD d since he said the first one 
have fled whS £ cal fd™* * be truth - ^ man, then, must 

and second men wL whf^f 56 ^ 11 ? a L BIac kfoot. Therefore the first 
ere Wtatefeet End the third a Blackfoot. 
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# 

Try drawing the open envelope shown in Figure 9 in one lin , 
without crossing or retracing a line, or lifting e penc . 



Section II: Figure puzzles 
Grow A: Dissection Puzzles 


O 

Divide Figure 10 into four parts of equal size and shap 
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K 

Figure 7. 


Here is 6 

continuous line P U2z } e ' figure 8 is to be drawn in one 

a line, or retracing a lbie. ^ P encil from the paper, crossing 



Figure 8. 
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Draw a T on cardboard and cut it into four: simple pieces m 
shown in Figure 13. Then shuffle the pieces and see how g 

*/> ranrronrfP them to form the i . 



12 i Picture 14. Shuffle the 
Cut a cardboard T into pieces as shown m F gur 

pieces and rearrange them to form a square. 


2&4 
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9 

Draw the letter F on cardboard and cut it into pieces as shown 
in Figure 11. Then shuffle the pieces and put them together again 
to form the F. 



F/gnre IJ. 


10 

in Fimmoo *\_° n car( ^oard and cut it into pieces as shown 
en shuffle the pieces and put them back together. 
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15 

Arrange twenty-four matches as shown in Figure 17. Remove 
eight matches and leave only two squares. 



Figure 17. 


76 

Arrange twenty-four matches as shown 
eight matches and leave two large squares 


in Figure 17. Take away 
and one smaller one. 


Arrange twenty-four matches shown in Figure 17. Remove four 
matches and leave five squares. 


, . TTitmre 18. Remove three 

Arrange twelve matches as shown m 
matches and shift two, so as to form three squa 



Figure 18. 


tp- rp 18 Shift three of the 
Arrange twelve matches as shown in x 5 ur 
matches and leave only three squares. 

Start with Figure 18. This time shift four matches and lea 
squares. 
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13 

Draw a Greek cross on cardboard and cut it into pieces as shown 
in Figure 15, Shuffle the pieces and rearrange them to form a square. 
Then shuffle them again and make the original Greek cross. 



CaounB: Match Puzzles 


With ' 14 

as to divideThp'« atC ' le - fori ? Fi S ure 16 - Th™ add eight matches so 
that this is n VI • ^V re r lnt0 * our P arls equal size and shape. Note 
variant of puzzle number 8 described above. 


I ) 

J I 
I 


F/gar* 16 . 
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26 


Form a row of seven matches as shown in Figure 23. Remove one 
match and shift two so as to leave nothing. 



Figure 23. 


27 

With sixteen matches make a row of 
Figure 24. Eliminate four matches and 
what matches are made of. 


four squares as shown in 
then shift three and get 


□ □□□ 

Figure 24. 


Section 111: Move puzzles 


Place five coins, three nickels an , ijJ es alternating. Thus* 

touching the next ones, with the nic e s a dimes as o and , 

if the nickels are designated A, an ’ _ e m oves, shifting two 
the arrangement will be: A a B bC Make ^ ^ ^ ^ ee 
touching coins on each move and leave me e ^ ^ ^ otber . 
nickels will be at one end of the line a 

Arrange three nickels and three dimes * . e co j n s being mche'* 
each coin touching the next ones, the first ^ ^ and ^ dimes 
and the other three dimes. If nickels ar ® ’ J,ift two touching corns 
o, b, and c, the order will be: ABCabc. N sh!fts rearrange the 

at a time, as in the last puzzle, and *“ nd there are no g a P s 
coins so that the nickels and dimes alternate 
in the line. 
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21 

Arrange sixteen matches as shown in Figure 19. Shift two matches 
and leave only four squares. 



Figure 19. 

22 

Arrange sixteen matches as shown in Figure 20. Shift three 
matches and leave four squares. 



Figure 20. 


a 

in Ii* sev 0 e " ™ td >es form the obvious 
21 ‘ N ° W ) ust one mat, 


incorrect equation shown 
and make the equation 


1 1 =\/l 

Figure 27. 


With eight matches, prove that half of seven is 

matcte a aS"m 0 ake“ni™ tChCS “ Sh °'™ in Fisurc 

min 


twelve. 

22. Now add five 


Figure 22. 
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Section IV: Visualization puzzles 

34 

Which of the two dotted lines in Figure 25 is longer? 



35 

How do the horizontal and vertical line in Fig 01 " 5 
in length? 
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26 compare 


Figure 26. 
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30 

Place three nickels and three dimes in a row, with a blank space 
in the middle. The arrangement, with capitals indicating nickels 
and lower-case letters dimes, is this: 


ABC()cbc 

The problem is to shift the arrangement to this: 


a b c ( ) A B C 

A ZS** move onI y to the right, and the dimes only to the left, 
over n t0 next s T uare If it is vacant, and may jump 

is vacant m ° Crent denomination if the next square beyond that 


31 

four nickeSnd £? S jf e aS i? e P reced, ' n g one, except that it uses 
the process is longer. lmeS ’ ^ S ° lution P rin ciple is the same but 


move it in either di C ^ rs m a straight line. Take any checker and 
and is placed on 6C c ^ S °, ^ at jomps over two other checkers 

and end with the 6 one - Make a series of such moves 

me checkers all two deep. 


ange ten checkers like bowling pins, thus: 

o 

o o 
o o o 
o o o o 

Shift just three checkers _ . 

at the bottom. reverse the figure so that the apex is 
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Place three pennies in a 
fourth penny in a line at 
distance CD equals AB. 
figure? 


Une as shown in Figure 30. Then Place a 

right angles to the first lme so that the 
How do § the distances compare in the 




Figure 30. 


40 

How does the distance AB in Figure 31 compare 


with BC? 



Figure 31. 


41 nnd that you fold 

Imagine that you have a single sheet ^ m jddlc hut 

it in die middle. Imagine that you fold i« “B noW liave four tblcV- 
a direction at right angles to the first o • ( j four thicknesses 

nesses of papon Imagine dial you cu through.^ wIlh ,hr. 

right dosvn tlie middle of the paper, > c have? H°"' n,3n ^ 

hrst fold. How many pieces of P n P cr ' . fold? 
pieces if the cut is parallel with the second low. 
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36 

How do the three straight lines in Figure 27 compare in length? 



F/gare 29. 
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t IKuTc and take the following rente: CM**>**** 

6. Takffhe' following route: A to B; 1 by C; rtra“ght’ lta> uBi 
curve to C; straight line to D; by lower cm 

by lower curve to E; t0 E- _ „ „ sn-F-D-E-F. 

7. Take the following route: E-B-D-C-B A 



274 


Position and Figure Ponies 


42 

A four-inch cube of solid white material is painted black on all 
six faces and then cut into one-inch cubes. Some of the cubes will 
have three black faces, some two, some one, and some none. How 
many will there be of each? 


Section V: Solutions to position and figure puzzles 




Position and Figure Puzzfes 


R-E 

□ u 

CUD 


era 


20 . 




21 . 


□ 

£ 


22 . 


R-l 

cro 
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Position and Figure Puzzles 

The two lines are of the same length. 

The horizontal line is longer. 

Line C is longest. 

37. AB and BC are the same. 

38. Two turns. 

39. AB and CD axe equal. 

40. AB and BC are equal. 

41. Three pieces of paper in each case. 

42. Eight cubes with three black faces each; twenty-four with two black 
faces; twenty-four with one; eight with none. 
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l-VT 


i.e. the square root of 1 


24. Half of V II =\/ll 

All 


NINE 


Nil. 


LOVE 


vacanf Shift CB to the vacant space; Shift Aa to th( 

29. MovVr ’ !eav ^g: C B A ab. 

ri e hf of j/*! ^ ”8^? °f c »‘ Move cA to the right of B; Move Co to the 

30. N S >? V eavm g: *> C a B c A. 

Move C to 6 t? aCeS ^ to 1»2 > S,4,5,8 1 7, number 4 being vacant, 
vacant in ths„ G y aca ^ 1 space and then move so that the spaces art 

31. sSpati' 4i 21 '■ 3 - 5 ' 7> 6 ' 4 - 2 - 3 - 5 - 4 - This mate 

from 6 tcfjf lea^ C ' CS *° ^ght. number 5 being vacant. Move the dime 
this or<W- a o « vacant. Then move so as to leave spaces vacant in 

32. Number fteewi 7 ’ 8 { ?’ 4 ’ 2 * 3 - 5, 7, 9, 8, 0 , 4, 2 , 3, 5 , 7 , 6, 4, 5. 

problem- nnp eekers lef t to right. There are several ways of solving the 

33. Move 5,’e t on T ? ° n 2 « 7 on 10 > 3 on 8, 1 on 4,! 9 on 6. b 

checkers frorr. a ^ er below the bottom row; then move the two end 
it a row of 4 6 ^° ltonj row to the ends of the row of 2, thus making 
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2 


What word is this: 

XU 

3 

What Biblical character is named here: 

] 

AH 

4 

What is the full name of this girl? 

Mary 

2000 pounds 


Read this name and address: 

Wood 

John 

Mass 


6 

This is one of the best-known rebuses: 

STAND OATH 

— U OR 


7 


Here is another old-timer : 

STAND TAKE 
1 YOU 


TO 

THROW 


TAKING 

MY 


This one is more 


complex, but not too difficult: 




Chapter 18 

WORD PUZZLES 


In the puzzles of this chapter tile problem is to supply words 
or sentences that conform to given specifications, or that are transla- 
tions or interpretations of given material. The best-known ones are 
rebuses and anagram puzzles, but other varieties are also included. 


Section I: Crypt puzzles 

Group A: Rebuses 


.. • tL W ? r i^ . rebus ” is derived from the Latin, in which language 
1S . e ablative plural of res, a thing; res is the word that is used in 
various egal phrases. Just how an ablative plural in Latin developed 
° , a nomin ative singular in English is not clear; apparently the 
unum'u S - 01 , g5nally P art a prepositional phrase, like e pluribus 
rphi o C ear> however, that the plural of rebus cannot well be 
Th h* *V° melimes thought to be. 
hp in ip eS ^ J °. Wn ^P e re hus is the one in which pictures are to 
a mizzle^ C ^ W ° rds - ^ nol h er type, which ranks much higher as 
numWc U jr S P ictures > hut only letters and words, or occasionally 
SUCh a P uzzIe is based, at least in part, on the 
rebus ” Jo 0nS * tS e ^ ements ’ an d might be called a “positional 

element f ^1 ? nes ’ on tbe °ther hand, involve no positional 

nictnriol o k° owin g examples are some of the best of the non- 
pictorial, or lrterary and numerical, rebus. 


What common word is this: 


B 

E 

280 



Word Puzzles 


283 


IS 

Translate this bit of dialog: 

ABCD goldfish. 
LMNO goldfish. 
OSMR goldfish. 
OICD goldfish. 

U 

This one is also a dialog: 

FtWEM 

SVFM 

FUNEX 

SVFX 

OKMNX 

GUREZ 


Gnoop C: Punctuation Puzzles 


Punctuate the following: , , 

In a school examination Mary where Jane tad tad tad tad ha 
had had had had had tad the teacher s approval. 


' Try punctuating this one: 

It was and I said not are and and and are are different. 

Hus one already has some punctuation but it needs to be 

- -• <-*! r, 

on his back; his armor shouting aloud h.s war-cry. 

20 

Punctuating this one should not be difficult. 

That that is is that that is not is not is not that it 
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9 

This is perhaps the best known of all: 

If the B mt put: If it b full . putting: 

The same rebus may be written this way: 

If the B mt put: If the B . putting: 

The second form involves a term that may not be familiar to all 
people. 


What five-word phrase is concealed here? 

WETHER 

II 

What vegetable is this? 

C sp h 

GEOt,p B: Lorens Bead as Words 

pronoraced™' 'as^miif 1<Stters ° r nnmbers are to be 

is somewhat strained. 6 W ° rdS ' In S ° me CaS “ the P ronunciation 


Here is a four-line poem: 

^VRTYVBlCVRYYime 


A raihoad ,J 

would be in the wai \ lesl t0 know how long two certain trains 

222222 and the ,, Was to!d that one would be there from 

he told? WouId be there Horn 2222222. Just what was 


A man addressed this 


14 

remark to a bottle. What did he say? 
o I C u R M T 
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24 

The blanks are to be filled with four words all formed by different 
arrangements of the same four letters. 

Landlord, fill the flowing • 

Until the run over; 

Tonight we upon the • 

Tomorrow go to Dover. 


Here is a third poetic anagram puzzle. The words to be supplied 
are all formed from the same four letters: 

The cook is old, with hoary head, 

His years are quite a _ — — , tis sald - 

Among the be -away; 

His task is quite a we d sa y- 


This puzzle, like the three above, requires filling in the blanks 
with words all formed from the same four letters. 

No was there with cheerful light; 

The raced round the ship all night, 

WHh and wiles the sailors soug it, 

Bu t by the not one was caught. 


This is a progressive-anagrarn puzrJe^Start^vnth^thj: 

tenTaa^rsh^the JU andfonna four-letter word. 
Repeat for a five-letter word and then a six- 

Start with the word at and form the problem 

above to six letters. This wor is rela y , ctters beyond 

can be solved in several ways. g , letters, 

six; it is possible to continue to at least eleven letters. 
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Here is a sign for an inn. It needs not only punctuation but also 
a regrouping of the letters. The problem is to make an intelligible 
notice. 


NOTICE 

HERESTO PANDS PEN D ASOCI 
AL HOU R INHAR M LES SMIRT 
HA ND FUNLET FRIENDS 
HIPRE IGN BE JUSTAN DK 
INDAN DEVIL SP EAKOF NONE 


22 

To make sense of this short conversation one must supply punctu- 
a ion, regroup some of the letters, and have a little immagination. 

Civile ergo fortibus es en ero. 

O nobile Deus nobus es Deus trux. 


Section II: Anagram puzzles 


of wnrrk ame 3n ear ^ er section of this book, words or groups 
exartlv ana S rams °f each other when they are formed from 
puzzles in tv™ 6 etters - Thus silent and listen are anagrams. The 
pairs or ct™ ^ Se ^ tion re T uir e the solver to supply such words in 
grams cafiM^ S ° me . P uzz ^ es ar © based on modified ana- 

to the lettprc P r °£ re f s * VG ana gram$, in which a new letter is added 
otters of the first word to form the second word. 


letter word^Ju P°® m are to be filled in with five different four- 
» ormed from the same letters: 

^ " r~ woman, with intent. 

««q, Qn ^ er » and away she went; 

c '~rr she cried, “give me today 

Something on which to , I pray.” 
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35 

What common word contains one vowel six times, and no 
vowel? 


34 

What nine-letter word contains only one vowel? 


Section V: Solutions to word punles 

X. Bone (B on E). 

2. Continue (C on T in U). 

3. Jonah (/ on AH). 

4. Mary Overton (Mary over ton). 

5. John Undenvood, Andover, Mass. 

6. You understand you are mider <» ■ undertaking. 

7. I understand you undertake to ^ ^ under stand 

8 A little misunderstanding betwee 

9. H S.’SS* w* ^ pB,ting “• 

10. A bad Spell of weather. 

11. Spinach (Sp in a oh) 

12. Too wise you are, too wise you be, 

13 wit it sta^ hour two to two ,o 2:02, and the other was 

there from two to two to 2:02, too. 

14. O, I see you are empty. 

15. Abie, see de goldfish. 

Hell, them ain’t no goldhsb. 

O, yes them are goldfish. 

O, I see de goldfish. 

10. Have you any ham? 

Yes, we have ham. 

Have you any eggs? 

Yes, we have eggs. 

OK, ham and eggs. , „ , « 

Gee, you are easy. . , ane had had "had had, had had 

In a school examination, ary* ] irr ’s approval. 

“had.” “Had had had had * e d » “are" are different. 

It was "and" I said, not fi a look> 0 n his feet his shoes, on 

In came the soldier, on his face a 

his back his armor, a* 1 ™* 11 ? 8 , ot j s no t that it? It is- , 

That that is, is. That that hour i„ harmless mirth and to. 

Notice. Here stop and spend * so ^ k of non e. 

Let friendship reign- ( Ba l US b ”“ to a row." 

"See, Villy, ’ere go '“V trucks." 

“O, no, Billy, dey is no buses. V y 
Vile; evil; veil; Levi; live. 


17. 


22 . 

23 . 
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Section Hi: Skeleton-word puzzles 

In a puzzle of this type, a word or sentence is given with some 
letters missing, and the problem is to complete the words by supply- 
ing the missing letters. 


29 

a sentence by inserting a single letter eleven times among 
the following letters: 

IE MEFAEDIIEIIQS 


Insert a single letter among the following as many times as neces- 
ary o make a sentence. The spacing given is not to be followed: 

A DEN I I CAN DOCK 


rofke sensifof the MowingT “ SU ® dent nUmbCr ° f y °" 

ALHOUGHHEWOOSIERED 

heyoldheofoldale 


po ST* lhe Same V0WeI 3 Sufficient prober of tiroes and get a little 


prsvryprfctmn 

VRKPTHSPRCPTSTN 


Section IV: Miscellaneous word puzzles 


and the same U^ee^m’ RO ’ A ^ d three Ietters “ front of these letters 
a common word. ^ same orc * er after them, thus forming 


Name a word that has the 


34 

vowels a, e, i, o, u in order. 



Chapter 19 

RIDDLES AND CONUNDRUMS 


the « w- - - ~ 

applied to a ^ considerable var 1 * P fa ^ conun dnim, which is 

ments. The best known kind answer or in the ques- 

based on a pun; the pun may be ei ^ t intended 

Hon. Many riddles, while stated as 9 ues ‘"des for clever state- 
to he answered, hut merely to o “ PP^ f 0 ]] ow ing list of riddles 

ments or “wise-cracks” by the ques eddies. The collection is not 

is divided into conundrums an subjects are 

further classified, except that those on two 
segregated. 


Section It Conundrums 

Group A: Bible Conundrums 

' *-d 

°t When „ h».b.„ « - “> **" " 

1:1, "In the beginning (big inning). ; baseball re- 

3. Where, beside the first ta a t least two 

ferred to in the Bible? answer: « with the pitcher, 

other places: where Rebeccah walked “ 

and where the Prodigal Son made a home ran die Bible? 

4. What are the smallest two thmgs ment.c 

answer: The widow's mite, an e ? answer: Adam; he was 

. S. Who was the fastest runner in history! an 

first in the human race. v, n m? answer: A little before 

6. At what time of day was Adam bonn* an 

Eve. 


2B9 
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25, Span; pans; naps; snap. 

28. Star; rats; arts; tars. 

27. One solution: am; mat; meat; steam; stream. 

28. One solution: at; rat; rate; later; relate. 

29. Insert the letter n and get: Nine men fanned in nine innings. 
3Q. Insert m and get: Maa men mimic and mock. 

31. Insert t and get: Although the two tots tittered, 

They told the oft-told tale. 

32. Insert e and get: Persevere ye perfect men; 

Ever keep these precepts ten. 

33. VND ERGRO UND 

34. Abstemious, or facetious. 

35. Indivisibility. 

36. Strengths. 
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24 . Who was the greatest actor in the Bible? — Samson; 

a horse? a— Because he liked 

do we know that St. Pan, was a cook? ~ The 
Bible says he went to Philippi (fill a pie). 

Group B: Alphabet and Spelling Conundrums 

27. Why is the letter A like noon? answer: Because it is in the 

“whfLuld men avoid the letter A? answer: Because it 
letter D like a had boy? answer: Because it 

makes ma mad. , j answer: Because it is 

30. Why is the letter G like twelve p.m.? answei 

in the middle of night. answer: Because it's at 

31. Why is the letter K like a pigs tad? answer. 

the end of pork. Because all the other 

32. Why is O the noisiest vowel? answer. 

vowels are in audible. friend? answer: Because it is 

33. Why is the letter P like a false tnenur 

first in pity, but last in help. answer: Because it always 

34. Why is kiss spelled with two as? answer. 

takes two to complete the spell. alphabet? answer: 

35. Why is U the merriest letter 

Because it is always in the midst ot run. g always 

36. Why is the letter W like gossip? answer. 

makes ill will. voung spendthrift? answer: Be- 

37. Why is the letter Y like a young sp 

cause it makes pa pay. twice in a moment, and not 

38. What occurs once in a ™ nu ^’ M . 

once in a hundred years? p ^swer: The letter V. 

39. What is the center of - ker by adding a syllabic 

40. What word can be pronounced quicker y 

to it? answer: The word quic ■. Ene iish language? ANSWER: 

41. mat is the longest word m ft ^ ^ Erst and last 
The word smiles, because it has a mue 

letters. 
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7. What did Adam and Eve do when they were expelled from 
the Garden of Eden? answer: They raised Cain. 

8. How were Adam and Eve prevented from gambling? answer: 
Their Paradise (pair o' dice) was taken from them. 

9. Who was the first great financier? answer: Noah; he floated 
his stock while the whole world was in liquidation. 

10. Which animals took the most and the least luggage into the 
ark? answer: The elephant took most, because he had a trunk; the 
fox and the cock took least, because they had only a comb and 
brush between them. 

11. Why could nobody play cards in the Ark? answer: Because 
Noah sat on the deck. 


was P a P er money first mentioned in the Bible? answer: 
When the dove brought the green back to Noah. 

13. Who was the first electrician? answer: Noah; he made the 
ark light on Mount Ararat. 

14. In what order did Noah come from the Ark? answer: He 
came forth. 

r ^ho was the most successf ul physician in the Bible? answer: 
Job; he had the most patience. 

did Lot s wife him to before she turned to salt? answer: 
She turned to rubber. 

S ^ 0u ^ d one he encouraged by the story of Jonah? 
18 Wh 6 WaS 0Wn ^ mou *h> hut he came out all right, 
oneratnr? Pharaohs daughter like a skillful Wall-Street 

on the hanV ® e ^ ause s h e t0 °k a little prophet from the rushes 
pun. ) N ° te that th ‘ S is an exam P'e of the rather rare triple 

Pharaoh^adTa maD ™ ^ B ' b!e? ANSWER: J oseph; 

Bib,e? answh<: 

™: JoCfa, o! 6 „S bCSide Ada ”’ had n0 PareDtS? 

rvith hiTftrefethers. 0565 de<iP fiv ® “ * bed? ANSWEB: he sIept 
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61 What was Joan of Arc made of? answer: Maid of Orleans- 
62’. What is worse than raining eats and dogs? answer: Hadi g 

‘Thow do we know that “Uncle Tom s Cabin” was not written 
by a female hand? answer: Because it was written by Harriet 

Beecher Stowe (Beecher’s toe). „w? answer- 

64. Why is the interior of a theater such a sad place? answer. 

Be 6 T you dways soared on April Fool’s Day? answer: 

Because you have just finished a March of richest in the 

66. Why will the people of Ireland soon be Ae richest 

world? answer: Because their capita is a J Because it has a 

67. Why does a train never sit down? answer. Because 

tender behind. . . , p aris J answer: 

68. Why should a man never swim m the river at ran 

Because if he did he would be m SeinC . day ? ANS wer: A 

69. What animal changes his size tw "7 y every 

cat, because you let him out every mght, and take mm 

"Ly did the farmer name his rooster “Robinson.” answer: 

B T m;rhe°ns lay eggs only in the daytime? answer: Be- 

"I 6 ^Vhy should a^be^ed? “ ^ ^ 

Ca 73. How could a timid girl turn to stone? answer: By becoming 

3 vflifghl falls, why can her brother not helper to her feet? 

answer: How can he be a brother an deat h? answer: He 

75. Why does a sculptor die such a terrible oe 

makes faces and busts. answer: When he is out of 

- 76. When is a doctor most annoyed? answer. W 

patients. ji t y0U r sides laughing? 

77. What should you do when you qm 1 > 

answer: Run until you get a sbtc j ? ^-swer: Because 

78. Why isn’t your nose twelve inches longr 

then it would be a foot. button? answer: A goat goes 

79. What is it that goes around a 

around a buttin’. 
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42. What is it that, when it loses an eye, has only a nose left? 
answer: The word noise. 

43. What word of five letters has only one left when two are 
taken away? answer: The word stone. 

44. What is it from which you can take away the whole and still 
have some left? answer: The word wholesome. 


Group C: Miscellaneous Conundrums 

45. What automobile is what the woman asked about a hen? 
answer: Chevrolet. 

■ 46. Which day is strongest? answer: Sunday, because all the 
others are week-days. 

47. What kind of dress lasts longest? answer: A house dress, 
because it is never worn out. 

' W ^ a . t men are alwa ys above-board in their movements? 
answer: Chess men. 

en S" ' S l ^ e ^ est P a P er f° r making kites? answer: Fly paper, 
second hand & WatC ^ bas been used before? answer: The 

m' xvv! ere ar f c °kkst seats in a theater? answer: In Z-row. 
S' ,s v th ® hardes * soap made? answer: Castile, 
is nnprat^L 5 I ? an owns a catde ranch in Texas, and the ranch 
Whv? am™ ^ t> IS l ^ ree sons - The name of the ranch is “Focus.” 
meet} TVr ■ e( ^ use it is where the sons raise meat (sun’s rays 

54 ’Wh S " an ° ^ W P le P un ‘ 

cent':? man ^proved when he makes a wager of five 

cents? answer: Because it makes him a little better. 

peoDle? kill 3 P easu re trip to Egypt suitable only for very old 

56 ® ecause * iS a see ' Nile thing to do 7 

a ]j jjjp fripnric SS 6 dro P cider so sad? answer: Because 

57 Wh d WGre in the i u §- 

expects to hav^a bL 3 ^ Watch? ANSWER: W*** be 

58 Wh ■ ® ime * 

there is a leek^iiTit^ t0 0111 ° U ^ lbe bowl? answer: When 

« fpt a day in June? answer: Any day “ March 

60. What shape is a kiss? answer: A lip-tickle. 
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101. When is an owl like one of the Presidents? answer; When 
its a-blinkin. 


Section 1!: Riddles without puns 


ecTion iii iMMMiv.- * - . 

102. What » to * 

kiss? answer: One sews seams ni , comma? answer: 

at the end of its clause. neoole and a minor? 

. 104. What is the difference between somi P P m inor reflects 
answer: Some people talk without reflecting, while 

without talking. . po ine up stairs and 

105. What is the difference between^ ' 8 the stairs, the 

a man looking up stairs? answer: One is stepping p 

W— * Vf’ • l "” W 

man? .'V.II 1 One eats too long, theot ! oral a moose? 

107. What is the difference between harm t , he cheese. 

answer: The girl charms the es, ^ man an d a sailor in 

• 108. What is the difference between Mm n( to sea . 

jail? answer: One cannot see to go, ounces of butter and 

109. What is the difference ^between: sixteen.* ^ 

a pianist? answer: One w^ghs a p » ; ewe ler and a jailer? 
. 110. What is the difference between a jeweler 

answer: One sells watches, t e o er ‘ ^ w j, 0 ; s broke, and a 

111, What is the difference betw^ ^ Eoft down . 
pillow? answer: One is hard up, . m an d a pill? answer: 

• 112. What is the difference between a lull ^ 

One is hard to get up, the ot ® “ “ attacked you or a gorilla? 

113. Would you rather » n el ®P h “” 

answer: I'd rather he attacke e g der onc umbrella, but 

114. Three large women wasn ’t raining. 

none of them got wet; why n of a dry spell? answer. I 

115. What always happens at th 

rains. , W ater from coming into your 

116. What is the surest way to k P 
house? answer: Don’t pay your wa 
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Riddles and Conundrums 


SO. What is it that is put on the table, cut, and passed, but never 
eaten? answer; A deck of cards. 

81. What has a foot on each end and one in the middle? answer: 
A yardstick. 

82. What grows bigger the more you contract it? answer: A debt. 
* 83. What do artists like to draw best? answer: Their pay. 

84. A man has a live goose on the top of a tall building. What is 
the quickest way for the man to get down? answer: By plucking 
the goose. 

85. What is the best system of bookkeeping? answer: Never 

lend them. 6 

86. What is the best way to make pants last? answer: Make the 
coat and vest first. 

87. What is the hardest thing to deal with? answer: An old deck 
ot cards. 

team ^ ci f> kteen ' e S s an( ' catches flies? answer: A baseball 

‘ S' ™ atmakes Tower of Pisa lean? answer: It never eats. 

Drevi-nK w *" * P radent man Bke a pin? Answer: Because his head 
prevents lus going too far. 

from washing ' *' ke ® anne ^ answer: Because he shrinks 

savs “Arir/i * S 3 , wka kas ri PP e d his pants like a speaker who 
93. Whv" a ? ANS ' ra,: Because be ’° tored L clo’se. 
cause it’s iii flr^, na ™ “ ° 3k Iog like a sick person? answer: Be- 

answer- Becausefh” fU " ° f married P e0 P le like an empty room? 

95 Whv l A “ n0t 3 Single P erson in «• 

Because i/s not felt ° Ver ° ,eIeph ° ne Uke 3 slr3w »“* ANSWER: 

Because'hte’lds a^gatra 1116 “ fouw l uart measure? answer: 

cause he was/'' Blackstone "ke an Irish vegetable? answer: Be- 
9s! Whv . r ent3ter (commo ° tater )- 
it is farthest from thTbaric 3 *"* 3 d ° E ’ S ‘ 3il? ANSWER: Bec ause 

harder yo/ litut'u^ter U /otT h ° rSe? ANS "' ER: ^ 

100. Why is a mouse like hay? answer: Because the cat’ll eat it. 



Riddles and Conundrums 

80. What is it that is put on the table, cut, and passed, but never 
eaten? answer: A deck of cards. 

81. What has a foot on each end and one in the middle? answer: 
A yardstick. 

4 ® 2, Wllat g row s bigger the more you contract it? answer: A debt. 

83. What do artists like to draw best? answer: Their pay. 

84. A man has a live goose on the top of a tall building. What is 

the gMse eSt '™ y f ° r ^ man t0 S<it d0Wn? ANSWEB: % P'ucking 
lend'the^^ ^ ^ S y s * em Bookkeeping? answer: Never 

coat a^vestfirst ^ ‘° "*• P*"* 5 !aS * ? Make the 

of 8 ^rdT hat “ ^ hardeSt thing f ° dCal With? ANSWCT: ^ ° ld deck . 

team. el S* lteen * e S s and catches flies? answer: A baseball 

90 ^? at . makes ?° Towcr Bisa lean? answer: It never eats. 

P te"js;ta P g to e flr man Uke 5 PiD? ~ “■ *““» 

from washing. * ^ ® anne,? answer: Because he shrinks 

says, “And^in conol^ kas r *PP e ^ Bis pants like a speaker who 
93. Why " a „ a n S r “ Because h * ‘ ored Bis Clo’se. 
cause it’s in finn &D ° g a sic ^ person? answer: Be- 

•uewER: Because'thCTe^nm “ a f ri< i d P eo P ,e Iike an ^Pty room? 

95. Why is a l-kc ngIe P erson hi it. 

Because it’s not felt ^ * 6 te ^ e P^ one hke a straw hat? answer: 

Because it holds a gal oif *'^ C 3 B>ur-quart measure? answer: 

cause he \vas an Iris B vegetable? answer: Be- 

98. Why is theT ^ r (c ° mmon ta tcr). 
it is farthest from thTb °t. a * lIte “ do S s tad? ANS "uau Because 
QQ Wily ’ J j 

harder you lick it a race horse? answer: Because the 

inn wu - raster it goes. 

)’ « a mouse like hay? answer: Because the cat’ll eat it. 
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A 

Ace in the Pot, 154 
Acrostic Contest, 124 
Acting Charades, 80 
Acting Nursery Rhymes, 81 
Acting Proverbs, 81 
Acting Titles, 81 
Action Partners, 8 
Action Spelling, 67 
Add-a-hetter Anagrams, 110 
Add a Motion, 100 
Adverbs, 80 
A for What?, 257 
Ages, Puzzles About, 234-235 
Airplane Ride, 49 

Alphabet and Spelling Conundrums, 
291-292 

Alphabetical Adverbs, 65 
Alphabet Traveling, 65 
Ambiguous Introduction, 41 
Anagram Games, 108-113 
Anagram Puzzles, 284-285 
Anagrams, 109 
Anagrams, Sample, 112 
Animal Partners, 8 
Apple-Paring Contest, 224 
Appropriate Cake, 131 
Appropriate Food, 131 
Archery Darts, 214 
Arch-Pass Relay, 178 
Arithmetic Toss, 203 
Art Consequences, 22 
Author Partners, 11 
Authors, 141 
Autograph Mixer, 6 
Automobile Ninety-nine, 

104 r ins 

Automobile Riders, Games for, 

107 

A Was an Apple Tic, 05 


iackward Spelldown, 60 
iall-and-Sottle Relay, 176 
lall Blow, 187 
Ball-of -String Relay, 181 
lall-oj-yam Partners, 13 
Balloon Bust, 167 
BaHoon Darts, 215 

BaZ/oon-Fanning Race, 164 
Balloon Hammer-Throw, 186 
Balloon Partners, 15 
Balloon Throw, 186 
Barnyard Music, 38 
Barnyard Music-Snare Form, 53 
Basket Bounce, 199 
Battleship, 149 

Bead-Stringing Relay, 174 
Bean-and-Bottle Race, 169 
Bean-and-Straw Race, 169 
Beanbag Board, 200 
Becmbal Three-Two-One, ZOO 
~zan Bottle-Throw, 199 
ran Carry, 169 
tan Drop, 196 
can Extracting, I/O 
san Races, 168-170 
can Shooting, 107 
can Throw, 199 
cor Hunter, The, 251 
cast, Hiri, or Fish, 69 
ectle (See Cootie, 150) 
ehcadmcnts, 118 
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! ible Face, 172 
lingo Mirer, 0 
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Hock Magic, 27 
deck Saucer, 77ic, 45 
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Riddles and Conundrums 


117. When will water stop running downhill? answer: When it 
gets to the bottom. 

118. What has eight legs and sings? answer: A male quartet. 

* 119. If you saw twenty-one birds sitting in a tree and killed one- 
seventh of them with one shot, how many would remain? answer: 
The three that you shot; the others would fly away. 

120. When is a black-and-white spotted dog most likely to enter 
a house? answer: When the door is open. 

121. Why do white sheep eat so much more than black ones? 
answer: Because there are so many more of them. 

* 122. What was the highest mountain before Mt. Everest was 
discovered? answer: Mt. Everest. 

123. Why is it that when you lose something you always find it 
m e very ast place in which you look? answer: Because you stop 
looking when you find it 

vi lbat no man wants > but no man wants to give up? 
answer: A bald head. & 

125. What grows larger the more you take from it? answer: A 


after *u G c kisses kkc olives in a jar? answer: Because 
after you get the first one the rest come easy. 

answer- Npith U *i? S 1 ° n f er ’ a wax candle, or a tallow candle? 

iTft w 6r; they b0th burn shorter - 
answer- W r y P anCakes can y° u eat on an empty stomach? 
“'■Wh at d * ?■ y ° m stomach is longer empty. 

answer' Rah ^ 6 lPP°P otainu s have that no other animal has? 
• 130^1 h 7 hl PP°P° la ™ses. 

month. February” 0 "^ 1 d ° WOmen talk least? answer: In the shortest 

Yes it’s ' Vr ' te a * e(tcr on an empty stomach? answer: 

132 When '-r “ “ bettCT l ° «*» * on paper, 

you feed the cat ' l 110 ! 161 10 serve nli lk in a saucer? answer: When 

five?ANswEn°Nine mPany ^ 01166 ‘ S & crowd - what are four and 
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Count the Letters , 26 
Count the Questions , 28 
Couple Candlc-Racc, 165 
Cover the Table, 256 
Cracker Race, 167 
Crambo, 126 

Crazy* Eights (.See Wild Eights, 143) 

Crazy Stories, 21 

Crokinole (See Squalls, 195) 

Crooked-Mouth Family, The, 37 

Crossed and Uncrossed, 88 

Crossed Fingers, 218 

Crossed Wires, 218 

Cross-Out Fortunes, 35 

Cross Questions, 69 

Crypt Puzzles, Mathematical, 2.61 

Cut the Cane, 217 
Cut the Tape, 173 


D art Circle-Throw, 215 
Dart Games, 213-215 
Darts, 213 1lC > 

Decapitations ( See Beheadments, 118) 

Definitions and Words, 11 

Description Fortners, 10 

Deuce-to-Ace Race, 170 

Dcuce-to-Ace Relay, 171 

Dice Games, 153-159 

Dictionary, 116 

Dictionary Race, 116 

Digit Puzzles, 233-234 

Dime on Nose, 218 

Dinner-Table Relay, 177 

Dirty Eights (See Wild Eights, 

143) 

Disk Roll, 197 
Dissection Puzzles, 263-266 
Distribution Puzzles, 238-239 
Dodo, 192 

Does She Quack?, 98 
Donkey, 139 „ . , « 

Doorway Tenpins (See Swingb 
Bowling, 188) 

Double BuU-Board, 205 
Double Pantomime Race, 84 
Drawing Race, 85 
Drop-and-Pick Relay, 180 
Drying the Floor, 47 
Dumb Crambo, 87 


Earth, Air, Fire, and Water, 70 
Echo, The, 37 
Egg-and-Spoon Race, IMS 
Egg-Carton Bounce, 200 
Egg-Carton Toss (See Muffin-Pan 
bb Toss, 209) 

Elopement Race, 167 
English Darts, 215 
Everest, 153 
Eye Partners, 14 


F alee Argument, 40 
Fake Ghost Story, 41 
Fake Obstacle Race, 49 
Fake Telepathy, 54 
Fake Temple-Reading, 54 
Feather-Fanning Race, 164 
Feather Fortunes, 34 
Feather Race, 165 
Feed the Fish, 196 
Fecd-the-Ncighbor Relay. 170 
Fill-Ins, 124 
Find the Ring, 103 
Find Tour Partner, 227 
First Case, The, 252 
Fish-Pond Partners, 12 
Five Hats, The, 255 
Five in a Row, 25 
Fizz, 68 
Fizz-Buzz, 68 
Floating Hat, The, 256 
Foot Partners, 14 
F ore-and-Aft Ghost, 61 
Fortune Hunting, 34 
Fortune Telling, 34-35 
Fortune-Telling Cake, 34 
Four Books, 24 
Four Questions Wrong, 51 
Four Saucers, 35 
For, Goose, and Com, zoo 
Fresh-Egg Relay, 165 
Frog Pond, The, 38 

Funnelball, 216 

Funnel Trick, 47 

G 

Game, The (See Pantomime Race J - 
82) 
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Blind Vision, SO 
Blow-Out Contest, 224 
Bobby-de-Bob, 68 
Book Magic, 28 
Bookworm, The, 253 
Boots Without Shoes, 55 
Bottle Balance, 219 
Bottle-Balance Race, 176 
Bottte-FlUing Race, 177 
Bottoms-Up Relay, 170 
Box-Target Toss, 208 
Brilliant Assistant, The, 254 
Bfoom-and-BaZfoon Race, 164 
Broom-and-Paper Race, 1 64 
Broom Lever, 220 
Bucket Relay, 184 
Bug ( See Cootie, 150) 

Bull-Board, 204 
Bunch of Keys, 5 
Buried Birds, 115 
Buried Categories, 114 
Buried Blowers, 115 
Burled Quadrupeds, 114 
Buried Trees, 115 
Buried-Word Games, 113-110 
Buried Words, 113 
Busy Bee, The, 252 
Button, Button, 103 
Button-Scudng Race, 173 
Buzz, 68 

Buzzing Contest, 43 
C 

Cahoots, 23 
Can Balance, 219 
Candidate, The, 254 
Candle Balance, 219 
Candle Bowling, 189 
Candle-Lighting Race, 175 
Candle Race, 105 
Cane Snatch, 217 
Car, 23 

Card Drop, 190 
Card Games, Informal, 137-146 
Card Naming, 31 
Card-Passing Relay <Se e Pencil Re- 
lay, 180) 

Card Snap, 217 
Cat and the Dog, The, 97 
Catch Penny, 216 
Categories, 120 


Category Alphabet, 64 
Centennial, 153 
Chain Introductions, 5 
Chain-Knot Relay , 175 
Chair Bridge, 222 
Chair Crawl, 222 
Chair Creeper, 222 
Chair Lever, 220 
Chair Lift, 220 
Chair Pickup, 222 
Chair Relay, 183 
Chair Rlngfoss, 190 
Charades ( See Acting Charades, 80) 
Checkerboard Observation, 92 
Checker Shuffleboard, 212 
Chetotng Tug-of-War, 167 
Chew the String, 166 
Chief's Orders, 7 
Chinese Prayer, 53 
Choose a Number, 27 
Cigarette Butts, The, 253 
Cigarette Magic, 33 
Cinderella's Slipper, 14 
Circle Chat, 4 
City Magic, 28 
City of Boston, 95 
Clap In and Clap Out, 15 
Clipping Relay, 172 
Clotlies-Hanging Race, 168 
Clothespin Drop, 190 
Clothespin Relay, 180 
Coat-and-Hat Relay, 168 
Cobweb Partners, 12 
Colonel Blimp, 100 
Community Sneeze, 38 
Compare It to Me, 78 
Concealed Words ( See Buried Words, 
US) 

Concentration, 140 
Confessions, 19 
Consequences Gaines, 16-22 
Constantinople, 53 
Continuous Receiving Line, 3 
Conundrum Games, 127-136 
Conundrums, 289-295 
Cook’s Peas, The, 89 
Coordination Stunts, 218-219 
Cootie, 156 
Cork Dice, 226 
Cork Flip, 187 
Commeal-Pajsing Relay, 179 
Counterfeit Coin, The, 255 
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License-Plate Traveling, 105 
Lifting Seven Men, 46 
Line Puzzles, 261-263 
Line Slide, 194 
L ip-and-Card Relay, 182 
Long-Word Game, 125 
Lost Child, The, 94^ 

Love Apple, The, 35 
Lunch-Box Partners, 12 

M 

Magic Circle, The, 23 
Magic-Square Toss, 202 
Male Him Take It, 152 
Making Squares, 147 
Malaga Grapes, 90 
Marble Bowling, 188 
Marching Partners, 13 
Marksmen, The, 251 
Match-Box Relay, 182 
Matching Halves, 9 
Matching Objects, 8 
Matching Shoes, 9 
Match Puzzles, 266-269 
Match the Cut, 9 
Mathematical Curiosities, VAl-m 
Mathematical Mindreading, 244-247 
Menagerie, 140 , 

Michigan Boodle ( See Newmarket, 

144 ) , , . lM x 

Mill (See Nine Mens Moms, 140/ 
Millionaire Couple, 6 
. Mindreader, The, 37 o0 

Mindreading and Second Sight, 
Minister’s Cat, The, 63 
Mirror Throw, 217 
Misdirection Puzzles, 252-254 
Missionaries and Cannibals, 250 
Mixing Circle, 4 
Moon Is Round, The, 87 
Morelles (See Nine Mens Moms, 
148) 

Move Games, 147-152 
Move Puzzles, 269-270 
Muffin-Pan SkeebaU, 210 
Muffin-Pan Toss, 209 
Murder, 77 
Murder Witness, 93 
Musical Mixer, 7 
My Father Is a Merchant, 88 


30 1 

My Name Is Mary, 96 
Mystic Cane, The, 33 

N 

Name It, 9 

Name the Car, 106 Tack- 

Naughts and Crosses (See Tick TacK 

Toe, 147) 

Neck Throw, 216 

Necktie-and-Apron Race, 167 

Necktie Relay, 174 
Newmarket, 144 
Newspaper Shuffling, 171 
Nine Books, 24 
Nine Holes, 207 
Nine Men’s Mortis, 148 
No-Vowel Spelling Bee, 67 
Number Calling, 71 


Object-Passing Relays, 177-183 

Observation, 92 

Odd Match, 152 

Oh Hell, 137 

Old Dead Horse, 55 

Old Maid, 142 

One Fat Hen, B5 

One-Letter Categories, 121 

Out of the Well, 254 

Overhead Sugar Relay, 179 


Pan-Target Toss, 208 
Pantomime Race I, 8- 
Pantomime Race II, ou 
pantomime Relay, 84 
Paper-Clip Relay. 174 

Paper-Plate Throw, 1ST 
Paper-Plate Toss, 199 

se . rsssjpx*- 

Mixers, 7-15) 

Pass It On, 228 
Pass-lhc-Orange Relay, 183 
Pat and Bub, 218 
Patching Contest, 173 
Pencil Relay, 180 
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Gasoline and Alcohol, 254 
Geography Relay, 118 
Geometry Puzzles, 237-238 
Ghost, 60 
Gift Shake, 6 
Go Fish, 142 
Going to Boston, 156 
Going to Europe, 89 
Going to Newport, 20 
Golf -Tee Bowling, 187 
Gossip, 78 

Grab-Bag Partners, 12 
Graduated Ringtoss, 191 
Grandmothers Tea, 88 
Guessing Proverbs, 79 
Guggenheim ( See Categories, 120) 
Curex, 53 


H 


Ha Ha Ha, 72 
Handclasp Relay, 181 
Handful Relay, 179 
Handkerchief Throw, 186 
Hand Partners, 14 
Hangman, 85 

H “\ e 09) VOrdj <S " ,l “ bl ' d Word 
Head-Balance Race, 165 
Hearts Dice, 159 
He Can Do Little, 88 

n 3 ) V ° rds (S ' e B “'M Words, 
Hide in Sight, 101 
Hide the Thimble, 102 
Crac k, 192 
j.°Wf Ceding, 218 

‘1° Mom ent, 50 
Hold the Egg, 5i 
Hook-BoardToss, 192 
Hot and Cold, 88 
Hotel Bill, The, 250 
Hour Does S* egMdt? 98 

How Far?, 107 
How Old is Ann?, 235 
How Was She Dressed? 93 
Hurry-Hurry Relay, 177’ 


I 

I Am a Gold Lock, 54 
I Doubt It, 145 
J Love My Love, 64 
I Love My Love— Variation, 64 
Indoor Lawn-Bowling, 193 
Indoor Quoits, 194 
Inhale Relay, 182 
Initial Answers, 65 
Initial Biography, 199, 

Initial Call, 61 
Initial-Call Race, 62 
I No, 89 
Inquisition, 4 
Inversions, 117 
I Saw a Ghost, 48 
I Went on a Trip, 95 
I Went Shopping, 99 
I Went to the Market, 64 
I Went to the Store, 96 

J 

Jaw Aches, 56 

John Brown’s Baby, 38 

Jumbled Cities, 109 

Jumbled Fruits and Vegetables, 110 

Jumbled Words, 109 

Just Like Me, 55 


K 


Kaleidoscope, 94 
Keep Off the Grass, 204 
Kiss the Mystic Book, 48 
Knife-and-Peanut Race, 168 
Knight of the Blanket, 48 
Knot-Tie Relay, 175 

L 


Last and First, 62 
Last Mission, The, 256 
Last Witt and Testament, 18 
Laughing Ball, 71 
Laughing Black-and-White, 72 
Laughing Contest, 42 
Left-Handed Mixer, 6 
Leg Magic, 27 
Legs, 26 

License-Plate Poker, 105 
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Line Puzzles, 261-263 
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Lost Child, The, 94 
Love Apple, The, 35 
Lunch-Box Partners, 12 

M 

Magic Circle, The, 23 
Magic-Square Toss, 202 
Make Him Take It, 152 
Making Squares, 147 
Malaga Grapes, 90 
Marble Bowling, 188 
Marching Partners, 13 
Marksmen, The, 251 
Match-Box Belay, 182 
Matching Halves, 9 
Matching Objects, 8 
Matching Shoes, 9 
Match Puzzles, 266-269 
Match the Cut, 9 .. 

Mathematical Curiosities, 2 
Mathematical Mindreading, 

M*1 goodie (See Newest, 

Mill (See Nine Men’s Morris, 148) 
Millionaire Couple, 6 
. Mindreader, The, 37 22-34 

Mindreading and Second Sight, 
Ministers Cat, The, 63 
Mirror Throw, 217 
Misdirection Puzzles. 2 ' 
Missionaries and Cannibals, 

Mixing Circle, 4 

Moon Is Round, The, 87 Morris 
MoreUes (See Nine Mens Moms, 
148) 

Move Games, 147-152 
Move Puzzles, 269-- 
Muffin-Pan Skeebott/Z 10 
Muffin-Pan Toss, 209 
Murder, TI 
Murder Witness, 93 
Musical Mirer, 7 go 

My Father is a Merchant, 88 
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Mu Nome Is Mon/. 8 6 
Mystic Cone, The, S3 

N 

Marne It, 9 

Name the Car, 106 Tirk-Tack- 

Naughts and Crosses (See Tick lack 

Toe, 147) 

Meek Throw, 216 
Necktie-and- Apron Race, 167 
Necktie Relay, 174 
Mewmarket, 144 
Newspaper Shuffling, 171 
Nine Books, 24 
Nine Holes, 207 

Nine Men’s Morm, 148 

Mo-Vowel Spelling Bee, 67 
Number Calling, 71 

O 

Object-Passing Relays, 177-183 
Observation, 92 

Odd Match, 152 
Oh Hell, 137 
Old Dead Horse, 55 
Old Mold, 142 
One Fol Hen, 95 
One-Letter Categories, 121 

M of the Well, 254 
Ocerhcad Sugar Relay, 179 


Pan-Target Toss, 208 
pantomime Race I, 82 
panfomime Race II, 83 
pantomime Relay, 84 
p a per-CUp Relay, 174 

ssSKSsftS" 

SSjMpa-™* 250-252 
Fortner Chcw-thc-String, 106 
Partners. Obtaining (See Tarim* 
Mixers, 7-15) 

Pass It On, 228 
Pass-thc-Orangc Belay, 183 
pat and Bub, 218 
Patching Contest, 173 
pencil Relay, 180 
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What Am I?, 75 

What Am I Doing?, 52 

What Cat?, 134 

What Change?, 94 

What Flower?, 128 

What Is My Thought Like?, 21 

What Letter of the Alphabet?, 129 

What Letters?, 130 

What Nation?, 134 

What T?, 135 

What Tree?, 129 

Where Am I?, 70 

Where 13 the Squeeze?, 103 

Which Book of the Bible?, 133 

Which State?, 132 

Whistling Contest, 42 

Whistling for Endurance, 42 

Who Am I?, 76 

Who Hit Me?, 46 

Who Is Boss?, 34 


Who 2* It?, 90 
Whom You Love Best, 56 
Whose Baby?, 9 
Who Shaee* the Barber?, 252 
Who’s the Leader?, 102 
Why and Because, 20 
Wild Eight*, 143 
Willie Willie, 90 
Wind the String, 173 
Word Ending*, 124 
Word Lightning, 62 
Word-Square Game, 152 
Wraparound Relay, 181 

Y 

Yacht, 157 
Yes or No, 75 
You Have a Face, 63 
i Your Money and Mine, 250 



